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HANDMADE COVER ART 


When Mother 3 first went on sale in Japan 10 years ago, it was supported by exactly zero 
pieces of official artwork - Nintendo simply put the game’s logo on a flat red background 
for the game’s box art, and even extra products like the "Mother 3+" music CD only used 
the in-game sprite graphics to represent the characters. This came as a disappointment 
to those fans who’d grown attached to the clay models used to promote the two previous 
Mother/EarthBound games, and so a clay sculptor named Ruy Fernando Estrada Rivera 
came to the rescue by crafting all of the main cast into models that matched the old style 
and sharing them online. So convincing was his work then that many fans have mistaken 
his fan-made models for official pieces from Nintendo for a decade now! 


When we decided that we wanted to celebrated the game’s 10th anniversary by putting 
Mother 3 on the cover of this issue, we of course ran into that old problem of there being 
no official art to work with. So after debating a few different options, we got in touch with 
Ruy and he happily agreed to revisit his work from 10 years ago, making all-new, updated 
models of the game’s heroes in new, battle-ready poses ... and with 10 more years of 
clay-working experience to draw upon in their creation! We’re incredibly pleased with the 
final result! Please visit Ruy’s gallery on DeviantArt to see more of his work! 


FlintOfMother3.DeviantArt.com 


(Yes, his DeviantArt alias is "FlintOfMother3." You could maybe say that he’s a fan!) 


aor 


LOSLIN 
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GAMES WE NEVER GOT 


It’s the calm before the storm. 

Every year, around this time, things usually get 
pretty quiet around the video game industry. With 
the annual Electronic Entertainment Expo coming 
up in mid-June, most companies want to hold their 
announcements until they can be made there, on 
gaming’s biggest stage. Nintendo is normally no 
different - how they’re handling this E3 in particu- 
lar is certainly peculiar (more on that later), but 
regardless of what is or isn’t said in Los Angeles 
soon, not a peep is coming from the company now. 

The relative quiet affords us a chance to take a 
breath and look backward, before turning our 
attention to the future once more. So with this 
edition, we’re shining the spotlight on one incred- 
ibly special game that’s just turned 10 years old: 
Mother 3. And, by extension, we’re also looking at 
several other games that we Nintendo fans living 
outside Japan never got to play - because at some 
point in their development, the decision was made 
to not translate their text out of its original 
Japanese. 

Our central feature, "Lost in Untranslation," high- 
lights some of the Nintendo Force’s favorite games 
that are still Japan-only after all these years. Our 
featured interview is with Tom Lipschultz of XSEED 
Games, who works as a translator and is right in the 
thick of bringing adventures into English every day. 
And our featured interviewee from our last issue, 
Clyde "Tomato" Mandelin, is back for more this 
time around, contributing what we hope is just the 
first installment in an ongoing series of Legends of 
Localization columns here in the pages of NF - 
taking a look at interesting translation tidbits and 
offering insight into the localizations given to 
Nintendo’s most notable titles over the years. 

Soon enough, friends, we’ll all be swept up into 
the nexus surrounding Nintendo’s next wave of all- 
new games. But for now, here in the calm, let’s 
take a look back. 
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PEERS 


| have very little familiarity overall with 
the Mother franchise. My first exposure, 
like many, was Ness appearing in Super 
Smash Bros. I’ve watched a friend play 
some EarthBound, and | picked up 
EarthBound Beginnings shortly after it 
was released just before the Nintendo 
World Championships 2015... but all | 
know about Mother 3 is that a kid 
named Lucas is in it (Thanks, Super 
Smash Bros. Brawl!) and that 
[REDACTED SPOILERS] happens in it. 
(Insincere "thanks" to the Miiverse 
stage in Super Smash Bros. for Wii U!) 
That said, if Nintendo releases an 
official localization, I'll buy it just to 
show my support for efforts like that! 

- JASON HUNT 


| got impatient last year since Nintendo 
hasn’t gotten around to giving us 
Mother 3 yet, so | played the fan trans- 
lation. It was an absolute blast and blew 
EarthBound out of the water (to me at 
least)! Although my save file was 
deleted halfway through Chapter 7 due 
to upgrading to Windows 10 (R.I.P.), 
Mother 3 is up there as one of my 
favorite games of all time, next to Wind 
Waker HD and Undertale. If Nintendo 
actually localized it for us, | would flock 
to the eShop (as I’m sure many others 
would too) and immediately buy it. Most 
of the game would be familiar to me, 
but I'd be more than happy to buy the 
game so | could finally finish the story! 
- MICHAEL BEN 


I am honestly unfamiliar with Mother 3. 
Everyone | know wants Mother 3 in 
English, but no one knows what it’s like. 


Our first issue of the NF Patreon 
era was a rousing celebration of 
the 30th anniversary of The 
Legend of Zelda, but we’re now 
quickly moving on to the 10th 
anniversary of Mother 3! In the 
Player’s Poll last time, we asked 
you all how familiar you are with 
Mother 3 already. Then, we 
asked which untranslated game 
that never left Japan you’d pick 
to immediately localize (if you 
were the one making decisions at 
Nintendo). Finally, we were 
curious about how many of you 
have played fan translations of 
games in the past, and which 
ones. Here’s what you said! 


We try EarthBound to try and under- 
stand, but we can’t understand, because 
we don’t have Mother 3. In my heart, 
there’s a hole that’s in the shape of the 
words MOTHER 3. Only you can save me 
Nintendo! Only YOU.- CONNOR 
KARST 


The one game | want translated is Fire 
Emblem: The Binding Blade/Sword of 
Seals, for two reasons. 1) Everybody 
loves Roy, and he’s been on a bit of a 
winning streak lately, so why not give 
fans his own game translated? And 2) | 
also think that this game should be 
translated through both the original and 
a remake, due to the fact that there’s a 
remake of the first Famicom Fire 
Emblem and the first Super Famicom 
Fire Emblem, so why not have a remake 
of the first Game Boy Advance Fire 
Emblem? - QUENTIN ECK 

Since they’re coming off of develop- 
ing basically four different original 
sequels in Awakening, Birthright, 
Conquest and Revelation, maybe 
Intelligent Systems should give 
themselves a bit of a break by taking 
ona remake next! 


When | learned that Capcom wasn’t 
going to localize Dai Gyakuten Saiban: 
Naruhodö Ryünosuke no Böken (also 
known as The Great Ace Attorney) for 
America, | was crushed. The game has 
Sherlock Holmes, you guys! Not only do 
| want to see this game localized yester- 
day, | decided it might be time to take 
some Japanese classes in college, and 
learn how to read the Japanese 
alphabet. Kanji and all! - HAWAWA 


| know it might be a bit premature, but | would love 
to see Nintendo bring over the Detective Pikachu 
game. The premise is so strange for a Pokemon 
game that I would absolutely want to try it. - CODY 
DRAPER 


Hopefully that one’s in the works as we speak! 


The GBA Rhythm Heaven is a pretty obvious choice. 
As we're finally getting Rhythm Heaven Megamix, 
making the original game available around the same 
time would keep interest going and give many fans 
and newcomers the chance to see where some of 
Megamix’s games came from. The original’s alleged 
difficulty and the challenge of making significant 
changes to older games make this translation hap- 
pening pretty unlikely, however. - LEO ADAM 

But maybe it could be feasible because there’s 
no translation needed for the songs? 


I’ve played a fair number of fan translations, but my 
favorite one has to be the translation of Rhythm 
Tengoku (Heaven) for the Game Boy Advance. You’d 
never even know that this wasn’t an official 
Nintendo release, as the music and controls are still 
perfectly intact. The names of the minigames even 
got quirky punny translations like Vegeta-pull, in 
which you pluck beard hairs from onions! If 
Nintendo ever decides to release their own transla- 
tion on the eShop, l'Il be the first to throw my 
money at them! - JUSTIN DO 

Well Leo, there you go. 


Mother 3’s fan translation was, of course, excellent - 
truly professional quality. But Famicom Detective 
Club Part Il: The Girl Who Stands Behind is a real 
hidden gem of a fan translation. It really captures 
the feel of 90s Japan, while preserving all of the 
little details and clues necessary to a good detective 
story. Highly recommended! - JOHN HAMILTON 


| have played several fan translations, including 


Retro Game Challenge 2, Mother 3 and EarthBound 
Zero (although | haven’t beaten any of them). 
- SEBASTIAN SILVERIA 


I’ve played the Pokemon Green fan translation. It’s 
easy to figure out what’s going on without it, but 
English letters still are nice. - JOHN KNUDSEN 


I've actually played a few fan translations, and top 
favorites are Sailor Moon: Another Story (yes, | 
played Sailor Moon, and still do), Record of Lodoss 
War, Fire Emblem: The Binding Blade/Sword of 
Seals, Fire Emblem: Thracia 776 and Fire Emblem: 
Genealogy of the Holy War. What did | think of them? 

Sailor Moon: Another Story is one of the best fan- 
translated games I’ve played to date. Not only was 
the story good, but the gameplay is some of the best 
for its generation of games. 

After | found one that was decently translated 
and | understood what the story was about, | 
thought to myself that Record of Lodoss War was 
pretty good. The battle system kind of resembles 
Fire Emblem and | think that’s partly why | really 
enjoyed it (I love the anime). This game should have 
made it to the States. 

Fire Emblem: The Binding Blade? | really enjoyed 
that one. | wish it would have made it Stateside, but 
the fan translation on that one is so spot-on that I 
even bought the cartridge. 

Fire Emblem: Thracia 776’s fan translated version 
is a little sloppy, but it’s good enough for me to 
understand what the story’s about. And Fire 
Emblem: Genealogy of the Holy War was another 
mediocre translation in the series that | played - as 
before, it was OK enough for me to understand and 
progress through the story. 

So many games and too little time. | wish | had 
the time to play all my games! - THAILYONE LOR 
That’s quite a laundry list of conquered games! 
It amazes me that so many different games have 
been translated by the efforts of diligent fans. 


| was so desperate to play Mother 3 when it 
first came out that | actually imported the 
game. | tucked it into my DS and pushed 
through using an online guide, but gave up 
halfway through because | was missing so 
much of the story - the fan translation at 
that time was rough. | hope the rumors of it 


coming Stateside are true, because I’ve been 


waiting impatiently for 10 years to see it 
through to the end! - MATT MASON 
I wonder what percentage of sales of 
Mother 3’s GBA cartridge in Japan 
actually came from fans in other coun- 
tries ordering copies to have shipped to 
them overseas? Certainly much more 
than most games! 


DON’T ANGER 


THE OX 


What was the deal with the third handle on the 
Nintendo 64 controller? What three-armed 
mutants was that made for? Where were you 
supposed to put your hands? How did that thing 
ever make it through playtesting? - ERIC SKIFF 
Compromises must be made all the time, and 
what you’re really seeing is actually a pared- 
down version of what Nintendo originally 
intended for the controller, which had eight 
handles, all arranged in a circular formation 
— just like an old-timey ship’s wheel, in fact! 
Ever wonder why the Nintendo 64 never had 
its own Zapper/Super Scope equivalent? 
That’s what two of the handles were for, with 
one acting as the barrel! 

Sadly, it never came to pass, as they just 
couldn’t come up with enough different func- 
tions for all the handles without drastically 
running up the cost. (Maybe if touchscreen 
and motion controls had been invented 
sooner, they would have made it in.) So they 
just gave us the Nintendo 64 controller we all 
know and... er, love? — with a handle for 
D-Pad control, a handle for analog control 
and a handle for buttons, allowing developers 
(or players) to pick whichever two their game 
called for. 


Sf + 
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Since it’s been over 10 years now since Mother 3 launched in Japan, it’s 
had quite a while to amass a huge fan art following across the Internet. 
These are just a few of the thousands of pieces fans have made since ’06! 


KERETI 


- MAXIMOVLORENZO 


- ROLLINGRABBIT - SQUISHERIFIC - SPACECOYOTE 
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- BUNNIEBARD 


- JINGLESTAN 


- HANS TSENG 


- REDINTERNET 


THE PLAYER’S POLL 


Once again, we want to hear from you! We can’t very well have an Inbox without 
incoming correspondence from you, the fans - and we’ll happily bribe you to 
write in to us! Just ask Thailyone Lor, whose name got picked out of the hat to be 
the winner of a brand-new copy of Bravely Second: End Layer! 


How important to you is the 
story in the games you play? 
Do you prefer to experience 
an engrossing narrative, or 
is great gameplay more of a 
priority for you? 


Out of all of the games 
you've ever played, which 
one has had the best story - 
the kind of tale that gripped 
you from beginning to end? 
(No spoilers, please!) 


For this question, you'll have 
to wait until after E3 is over. 
... OK, you're back, and it’s 
after June 16? Great. So, 
what did you think of how 
Nintendo handled E3 2016? 


Send your answers to PlayersPoll@NFMagazine.com with the subject line 
"Player’s Poll for Issue #21" - this time, one reader whose answers are picked for 
print will win a copy of Zero Time Dilemma on 3DS. Good luck to you all! 


B 


NX: 2017 


President Kimishima 


drops the bombshell. 


ALL OF YOU out there saving up your cash to be 
able to purchase an all-new Nintendo NX system 
later on this year? Good news: You’ve got four 
more months to save. 

That’s one positive way to look at the latest 
bombshell dropped by Nintendo President 
Tatsumi Kimishima, at least. He has confirmed, 
by way of interviews with Japanese press outlets 
and the company’s latest financial report, that 
the NX will not make it out to market in time for 
the holiday shopping season here in 2016. Rather, 
it’s now scheduled to go on sale around the world 
in March 2017. 

In the grand scheme of things, four months is 
not a long time. The fact that these four particu- 
lar months happen to overlap Black Friday and 
Christmas, though, has become an instant cause 
for alarm for Nintendo fans, many of whom have 
now been flung back into wild speculation about 
what this means for the nature of the NX itself. 

We still know almost nothing about it! Is it a 
home console, meant to be the successor to the 
Wii U? Is it a handheld, meant to be the successor 
to the 3DS? Is it a hybrid of the two, meant to be 
the successor to both? 

We expected to get a full reveal at this year’s 
E3 in June - but now, that’s not happening either. 
Piggybacking on the news that the system would 
launch in March 2017 was the further announce- 
ment that the NX will be skipping the annual 
Expo in Los Angeles entirely, as Nintendo will 
instead unveil all of the details about the 
machine at a later time, through an event of their 
own making. 

When pressed for a reason why Nintendo 
would take a pass on both the industry’s biggest 
annual show and the lucrative holiday shopping 
season for presenting and selling their next big 
thing, President Kimishima said that they wanted 
to ensure the NX had enough games to go along 
with it at launch. And that’s an entirely worthy 
goal - goodness knows the company’s past 
several hardware launches have suffered from 
poor software support on their first days and in 
the months to follow — but many fans worry that 
that’s not the only reason for the decision. 

Could the NX be experiencing development 
trouble, behind the scenes? Or is this really just a One of the reasons | love covering Nintendo so much is 
bold, confident move by a secure company -a that it seems like they never stop surprising their fans and 
RUDE Nar Taba GEGIEIGT tO ene REE tradi- making decisions that run counter to almost everyone's 


tional way of doing things, and in doing so avoid E z R ß 3 
repeating the failures of the past? expectations. This move is so crazily confusing, though, l 


Whatever the reason for this decision, it’s an almost don’t even know how to react! Positioning the Q ©) 
extremely interesting one... and we'll have launch in March I can kind of understand, but not revealing S 
plenty of time to debate it further, it seems. any information on the system at all at E3? That’s the part 


that’s boggling my mind right now! - LUCAS 
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THE NEXT MOBILE MOVE 


The Fire Emblem and Animal Crossing brands step up. 


SANDWICHED BETWEEN THE news of the 
next Legend of Zelda slipping into 2017 and 
the NX hardware also arriving next year 
instead of in this one, Nintendo's late April 
financial report brought us the comparatively 
joyful news that two of the company’s most 
beloved brands will be tapped to headline 
their next two mobile games: Fire Emblem 
and Animal Crossing. While reactions ranged 
from wild confusion to pure rage surrounding 
those other bits of news, these wise selections 
for mobile conversion provided a sigh of relief 
for weary Nintendo fans. 

First up, Fire Emblem. It’s undebatable that 
this franchise has soared in popularity over 
the last few years, surging with 2013's Fire 
Emblem: Awakening and only growing 
stronger with Fire Emblem Fates’ launch just a 
few months ago. Nintendo now considers Fire 
Emblem to be a top-tier series in their stable, 
and rightfully so. It’s a strong choice for the 
mobile scene, as well, as turn-based strategy 
titles are uniquely well suited to buttonless 


devices - there will be no compromise needed 
with only a touchscreen to work with. 
Nintendo says Fire Emblem Mobile (which is 
what we'll call it for now) will offer a more 
accessible version of the series’ signature 
strategic gameplay. 

Perhaps even more interesting, though, is 
the new Animal Crossing Mobile that’s in the 
works. It, too, is a strong choice of brand for 
the mobile scene with its laid-back pace, and 
Nintendo says that the game is being devel- 
oped in such a way as to complement the tra- 
ditional Animal Crossing games "on dedicated 
video game hardware." You should read that 
as "don’t be surprised when we unveil Animal 
Crossing NX and the mobile game interacts 
with it." Which seems like a perfect scenario: 
playing the full experience at home on your 
TV, but being able to check in on your village 
no matter where you are when you're out of 
the house. 

Both Fire Emblem Mobile and Animal 
Crossing Mobile will launch this Fall. 


I’m having fun checking in with Miitomo on a daily basis, but I'll be incredibly pleased to be 


able to jump into some real, actual game experiences from Nintendo on my phone. And is 


it Just me, or is this turning into The Year of Fire Emblem? Three different versions of 
Fates, tons of DLC and an all-new mobile game? That series is really on a roll.- LUCAS 


X Pii AN a | N 


ZELDA NX CONFIRMED 
... but it’s been delayed again, to 2017. 


IN ADDITION TO the announcement that the new NX 
hardware would be launched in March 2017, Nintendo also let 
it be known that the all-new Legend of Zelda sequel will be 
slipping into next year as well. This news come only five 
months after Nintendo's last release date confirmation for the 
game from the November 2015 Nintendo Direct video, in 
which Link was shown riding Epona with the number "2016" 
written directly over them. 

Well, go ahead and scratch that out. 

In explaining the delay, Nintendo cited a desire to respect 
the quality of the final product - which, like the "we need to 
make sure it has enough games" explanation given for the NX 
launch coming next year, is certainly valid. But it doesn’t tell 
the whole story, especially in connection to another bit of 
information that’s finally been confirmed along with this 
latest delay. 

"The Legend of Zelda for Wii U," as it’s long been called, is 
officially now being developed for both the Wii U and the NX. 
Fans have been predicting that this game would "pull a 

Twilight Princess" forever, mirroring that 2006 sequel’s split 

release that paired a swan song GameCube version with a Day 
1 Wii launch edition. Now, this new Zelda will serve as the 
farewell we all knew it would be for the Wii U, but its more 
important role will be to bolster the NX launch. 

Though there is a bit of confusion surrounding the specific 
launch timing of the new Zelda. Whereas Nintendo has clearly 
communicated that the NX is coming in March 2017 and that 
the new Zelda will launch on both Wii U and NX simultane- 
ously, those two pieces of information seem to have not been 
totally connected to confirm that Zelda is due in March as 
well. 

Perhaps we'll get that total confirmation at E3, because 
there’s one last piece to this puzzle: Nintendo has now said 
that the new Legend of Zelda game will be the one and only 
game shown off in playable form at this year’s Expo in Los 
Angeles. 

. .. Really? That entire massive floor space, and Zelda is 
going to hold down the entire fort? Nintendo says that’s the 
plan, as they want show attendees to be fully immersed in the 
new world of Hyrule. 

We'll see how it all plays out soon enough, but this will 
surely be the weirdest E3 booth Nintendo’s ever had. 


MAY/JUNE 2016 9 


SOMEFISOTSEORNER 


REVIEW: MEGA MAN: THE BOARD GAME 


At long last, Jasco Games’ Kickstarted tabletop take on the Blue Bomber has arrived. Should you roll the dice? 


YOU MAY HAVE figured that | 
bought the Mega Man board game 
from Jasco Games more for figure 
collection than for tabletop fun, and 
| know I’m not the only one. Crowd- 
funded on Kickstarter, the game had 
a goal of $70,000, but exploded to 
end at $415,041. 

This is the single greatest figural 
representation of characters from 
the first Mega Man ever amassed, 
and they all look spot-on and are 
painted well. The full cast is here, 
along with multiple Mega Man poses, 
all the Robot Masters and even the 
common foes - depending how much 
you're shoveling out for expansions 
and bonuses! They all look great and 
really add to the richness of the 
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game while playing. 

The game is recommended for 
ages 14 and up, and | think it’s due to 
the attention span needed to beat it 
— and the complicated nature of its 
rules. You start by picking a level, 
and you only need to "complete" two 
levels in order to attempt Dr. Wily’s 
castle. Even with that rule, though, 
games can stretch on for hours. 

The awesomely detailed board is 
split into seven different levels, with 
expansions adding two more (Time 
Man and Oil Man). Player turns start 
when a challenge card is flipped, and 
then a specific challenge is overcome 
by rolling "threat" dice, using four 
random battle cards or character 
abilities. When it’s not your turn, you 


play the role of Dr. Wily using battle 
cards. 

Once you’ve overcome enough 
challenges in a level, you face a boss 
- these are dice-rolling showdowns 
that have special rules. You then 
collect the various powers of the 
bosses as you defeat them and use 
their abilities with weapon energy 
cubes during challenges. 

The goal is for you to be the first 
Mega Man to defeat Dr. Wily and 
save the day. They really took every 
aspect of the game and converted it, 
for better or for worse! 

Mega Man: The Board Game has a 
lot of things going for it, but it has a 
few problems too. It’s a different 
game every time thanks to the 
random challenges, which is good, 
and its setup is unique. It’s also quite 
deep, allowing for a lot of strategic 
scenarios with many different chal- 
lenges. 

But while it attempts to get all 
players involved with each hand, the 


rules aren’t very fun and can be 
boring. Each level takes about an 
hour or more to complete, and three 
extra lives per player means the 
game could take days when shooting 
for full completion! Even a short run 
can last around three to five hours, 
and the difficulty can be very frus- 
trating. 

You can tell this isn’t some quick 
conversion of the Mega Man brand 
made for a buck, though, as a lot of 
love has clearly gone into its visual 
design, assembly and creation. Jasco 
may have missed their demographic 
a bit with younger players, but my 
boys and | were able to play it by 
dropping some rules, and they’re 6 
and 7 now. If you’re a fan of video 
and board games, don’t 
mind adding/ 
dropping rules 
and can get 
past the $60- 
$80 pricetag, 
it’s worth it! 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


| POWER UP 


Kirby’s coolest Co 
Abilities, now in plusk, 


THE ARTISTS AT San-ei are plush masters, and here we have them using 

their Kirby license to bring us another set of spectacular ability-based plushes. 

These five new medium plush designs hail from Kirby: Triple Deluxe, and even though we’ve 
seen a couple of these abilities before in other plush sets - like Sword Kirby - San-ei’s taken the 
time to change the details so each final design is perfectly true to Nintendo’s official art. Kirby’s 
Sword form is now representative of how it appears in the 3DS game, as well as the hat for Ice 
Kirby. We also get the Ninja, Archer and Beetle abilities, seen above! Ninja Kirby gets a katana, 
and Archer Kirby comes with a bow and arrow! These were originally shown at 2015’s Tokyo 
Game Show, and they’re coming out in mid-June in Japan for $15-$20 each. Many of San-ei’s 
products have been brought to North America by Little Buddy. Let’s hope that trend continues! 


"amiibo: 
UPDATE 


YOU MAY HAVE lamented the fact that there was no 
amiibo Update last time, but that was due to the lack of 
news! Between the last update in Issue #19 and now, Ryu, 
Roy, Famicom Colors R.O.B. and Lucas have all been 
released, along with Series 2 of the Animal Crossing 
amiibo and some more AC cards, too. We also saw stand- 
alone releases of the Hammer Slam Bowser Skylander/ 
amiibo with Clown Cruiser and the Turbo Charge Donkey 
Kong Skylander/amiibo with Barrel Blaster, but they still 
play exclusively on Nintendo platforms. And we’re still 
waiting on release dates for Cloud, Corrin and Bayonetta 
as well, so nothing new there! 

But that’s all "old news." The latest Nintendo Direct 
brought us word of a new amiibo line of figures: Kirby! 

Coming as a surprise - since the announcement of 
Kirby: Planet Robobot also caught many off guard - the 
new amiibo line will feature four characters to start. Kirby 
will be riding his trademark Warp Star, Waddle Dee looks 
as if he’s either sliding or riding a cloud, a shiny Meta 
Knight has his sword drawn and King Dedede is holding his 
classic, huge hammer (the first three are down below; the 
King you'll see a little later on as you keep flipping pages). 

When you tap them into Planet Robobot using your 
New 3DS or 3DS NFC Reader, they'll activate instant Copy 
Abilities for Kirby. Kirby himself will grant you the series’ 
coveted, overpowered UFO form. Meta Knight will grant 
you Sword power, but with a twist - the sword will be his 
trademark Galaxia, and Kirby will also wear Meta Knight’s 
mask. Waddle Dee will give you a special version of the 
Parasol power, and Dedede unlocks a unique Hammer. 

Also announced shortly after this group was a pair of 
dioramas to display your amiibo on - one is Kirby-themed 
to go along with the Robobot release, and another is made 
to look like the Super Smash Bros. Battlefield stage. 
Currently they have only been announced for Japan, but 
both are under $10 at most import shops. 

And finally, the rumors have been proven to be true! 
The continued pop culture dominance of Splatoon in Japan 
has caused Nintendo to extend their planned support of 
the game - by announcing two all-new amiibo figures! This 
time it’s the Squid Sisters, Callie and Marie, who will be 
joining the amiibo lineup for the game. They'll go on sale 
in stores on July 8, and tapping them into Splatoon will 
activate new songs and dances for the dynamic duo to 
perform. (We don’t have room on this page for a picture of 
them, but see if you can find them hiding somewhere else 
in this issue!) The Inkling Boy, Girl and Squid amiibo will be 
getting new recolors 
that same day, 
too! 
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SHOVEL KNIGHT HEADS TO JAPAN 
Yacht Club Games found a publisher . . . Nintendo! 


MOST OF THIS issue is focused on games from Japan getting localized for other 
regions (or not), but here’s a wonderful example of the reverse situation! After two years 
of trying to find a way to dig through all the layers of rules and paperwork involved in 
getting a Western-made indie game to be released in Japan’s eShops, Yacht Club Games 
finally struck gold by striking up a publishing partnership with none other than Nintendo 
themselves! Yes, the Big N has recognized the incredible appeal of the game we named 
as our 2014 Game of the Year and agreed to be the ones to facilitate its release on Wii U 
and 3DS in Japan directly. 

What’s more, the Shovel Knight amiibo will also be getting launched in Japan along- 
side the game. And what’s even more, Nintendo will be publishing a physical bundle that 
pairs up the amiibo with a copy of the 3DS version on a cartridge! 

It’s another well-earned victory for the Yacht Club Games team, who just two years 
ago were still unsure of whether or not anyone would want to buy their plucky little retro 
platformer about a chivalrous warrior wielding a gardening tool instead of a sword. But 
that question’s been answered over and over again, as it’s been revealed that the game 
has sold over 1,200,000 copies across all platforms in the West. Japan’s fans will only 
add to that number! 

And the game’s not done either: More free DLC is coming later this year! The playable 
Specter Knight and King Knight campaigns are in development now. Stay tuned! 


OK, now this is incredibly cool: NF Magazine and the Nintendo Force 
are listed in the credits of Shovel Knight under Special Thanks - been 
there since the original release in 2014. But now Nintendo is publishing 
the game in Japan ... so that means that NF is now acknowledged 
directly in an official Nintendo product! How great is that?! - LUCAS 


Yeah! 


Congratulations, Yacht 


Club! Go Shovel Knight! == 
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IMPORT-ANT UPDATE 


Amazon now ships games internationally! 


IN ITS ONGOING quest to make everything on the planet pur- 


chasable with one click, online s 


hopping juggernaut Amazon has 


just taken another major step: throwing open the doors on video 


game sales from Amazon Japan 


to the rest of the world. Import 


shops like Play-Asia were mostly Western fans’ only option for 


buying Japanese games before t 
that middle man (which Play-Asi 
The update comes with a few 


separate from your normal Ama 
qualify for the new internationa 
the ones you're interested in on 
S 
J 
t 


hough, a new array of games w 


to navigate through Amazon.co.j 


his, so this move is cutting out 

a is surely not too thrilled about). 
caveats, though. First, you'll have 
p, and likely make a new account 
zon login. Second, not all games 
shipping, so you'll have to check 
a case-by-case basis. And third, 


adly, Nintendo’s 3DS and Wii U are region-locked, so you'll need a 
apanese system to play Japanese games. If you work all that out, 


ill now be open to you! 


DS. 


oO 


DHM ah 
a a 


NINTENDO 


Unyeah... 


Having to wait until next 


==» vear for NX and Zelda. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


THE LONE RETAIL release on the schedule for Nintendo in the 
month of May is Disney Art Academy, which will start teaching 
you how to draw characters like Winnie the Pooh (and Tigger 
too!) on the 13th of the month. That’s if you’re in North America, 
though - if you’re in Europe, you'll have to wait a bit longer, as 
it’s not going on sale there until July 15. Flip over to Page 38 to 
read our preview! 


-Aien E p— 


Art Academy. 


EVERYONE WHO'S HAD a chance to go hands- 
on with this all-new adventure for the Pink Puffball 
has come away from it with nothing but glowing 


praise, and soon enough everyone else will be able 
to enjoy it, as it goes on sale on June 10. Check out 

our preview on Pages 34 and 35 for our first look at 
the amazing Robobot Armor! 


IT WAS ONCE known as "Shin Megami Tensei X Fire Emblem." 

ONS Then it got rebranded to be the very odd-to-say "Genei Ibun 
Roku #FE." But its English name has been finalized at last, so 
the game you'll want to look for on store shelves in the States 
on June 24 will be Tokyo Mirage Sessions #FE. (Yeah, the name’s 
still weird.) Daan offers up his final pre-release thoughts on the 
adventure on Page 36. 


WITH THE LINEUP for the Wii U already so thin 
throughout the months ahead, you’d think Nintendo 
would want to space out the games that actually 
are on the way - but that’s not what will happen on 
June 24! Arriving at retail on the same day as Tokyo 
Mirage Sessions #FE will be the new Wii U version 
of Mario & Sonic at the Rio 2016 Olympic Games. 


BUT THAT’S NOT all that’s on the docket for late June! Just a 
few days later, on June 28, the all-new LEGO Star Wars: The 
Force Awakens will emerge out of hyperspace and land on both 

THE FORCE AWAKENS the Wii U and the 3DS. I’ve taken another quick look at the 
upcoming adventure on Page 36, so roll over that way like BB-8. 
(Poor LEGO BB-8. Having a spherical shape in a world built on 
right angles can’t be easy.) 


AND JUST IN case you needed yet another option 
to spend your gaming cash on within that same 
week at the end of June, the Zero Escape trilogy 
will conclude with Zero Time Dilemma on 3DS on 
the same day as LEGO Star Wars: June 28. We’ve got 
a new preview on this one written up for you over 
on Page 44. (Just don’t get scared by the villain.) 


Has there ever been a June this full of promising new games 
before? Companies usually avoid releasing new games right 
around then, don’t they? The weather's going to be all nice and 
sunny outside, but | won’t want to do anything but stay indoors 


and play these games! (OK, so that’s kind of normal.) - LUCAS 


& DLC! 


Upcoming add-on content. 


FIRE EMBLEM ates 


THE BIGGEST PIECE of downloadable content for 
Fire Emblem Fates is, of course, the complete extra 
story path of Fire Emblem Fates: Revelation. It’s on 
sale now, and we've got a full review of it ready for 
your perusal over on Page 22. In addition to that, 
though, there are several more DLC mission maps that 
have launched for the game as well - maps like 
"Before Awakening" that serves as a storyline lead-in 
to the events of the previous Fire Emblem game, as 
well as "Anna on the Run," which allows you to recruit 
the series’ recurring shopkeeper to your fighting 
party. Because there are so many different DLC maps, 
we'll be diving into all of them individually and bring 
you reviews for each in our next issue. 


THE DLC SITUATION for Hyrule 
Warriors Legends is kind of a mess, as 
some content will be available on 3DS, 
some on Wii U, some on both... we'll 
start to sort through it all in our next 
issue, as by then the new Master Wind 
Waker pack should be available. It will 

include 16 new My Fairy costumes, a new 
Adventure Map based on Wind Waker’s 
watery world and Medli, made playable! 
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TIMELINE 


EarthBound fans have now endured over a decade 
of disappointment - let’s look back on the defining 
moments of the story so far. 


EARTHBOUND 64 


IT’S BEEN 10 years now since Mother 3 went on sale in Japan, but its troubles 
with localization extend further back into the past than that. Mother 3 first 
went into development in 1994, bouncing around from the Super Famicom to 
the N64 to the N64’s Disk Drive add-on - and then back to being planned to 
ship on a standard N64 cartridge again after the 64DD failed. It was during that 
time when fans in the West were first promised a release of the game, under 
the name EarthBound 64. 

A promotional video showcased the adventure at a level of about 60% 
completion at Nintendo’s Space World 1999 event in Japan. Journalists from 
around the globe who saw it came away impressed, particularly by its dynamic 
mine cart sequence that stood above anything seen on the N64 before, at that 
point. 


Sadly, that would be one of the last times EarthBound 64 was acknowledged. 


It was not shown at the following year’s E3, and ultimately was cancelled before 
the 2000 Space World. The 3D world ended up being too ambitious - it just 
couldn’t be realized the way the developers envisioned it - so it was let go. 
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THE COMBO CARTRIDGE 


IT’S HARD TO be too upset over the loss of EarthBound 64, as that situation 
doesn’t reflect the discrepancy Mother 3 ultimately came to embody - fans in 
Japan didn’t get the N64 version either, after all. Everyone was ona level 
playing field. The moment things began to become unbalanced came three 
years later, with the release of the Mother 1 + 2 compilation cartridge for the 
Game Boy Advance... only in Japan. 

The GBA library in the West was populated by plenty of re-releases. From the 
NES, we got the Classic NES Series that resold everything from Super Mario 
Bros. and The Legend of Zelda to Ice Climber and Excitebike in cartridge form. 
Likewise, plenty of SNES hits got encores on the GBA, like Super Mario World, 
The Legend of Zelda: A Link to the Past and Donkey Kong Country. But this two- 
in-one cartridge, packaging one 8-bit and one 16-bit adventure together, was 
not picked up for localization into English. 

It’s likely the fault of Mother 1, since that game hadn't been officially sold in 
English by that point - but the translation did exist at the time. So it could have 
been released - it just wasn’t. And that spelled trouble for the future. 


GAME BOY Ser | 


MOTHER 3 DEBUTS IN JAPAN 


WHEN THAT COMBO cartridge of Mother 1 and 2 went on sale in 2003, it 
was promoted by a TV commercial that shared a simple piece of news in its 
final seconds: "We’re making Mother 3 for the GBA too!" The fans were thrilled 
to learn that production on the game was back on! 

Things had truly come full circle: The earliest work on Mother 3 had been 
produced immediately in the wake of the 16-bit EarthBound (a.k.a. Mother 2), 
then moved on to the 3D visual style of the N64 because, well, everyone got 
caught up in the polygonal transition in the mid-’90s. But in the wake of that 
version failing to be completed, Shigesato Itoi and his team returned to the 16- 
bit look of the previous game and finished Mother 3 as a sprite-based title. 

Interestingly, though the graphics were totally overhauled in the shift to the 
new handheld system, the game's scenario and storyline remained entirely 
intact. Lucas, his family, his allies and his enemies all appeared in blocky 3D 
form back on the N64 - you can catch a glimpse at what he might have ended 
up looking like on Page 60 - but they all made the transition together. Such was 
the power of Mother 3’s story. It had to be told! 


THE FANS TAKE CHARGE 


THE FANS’ PATIENCE can not be criticized. After Mother 3’s Japanese launch 
in April of 2006, the stalwart members of Starmen.Net (the Internet’s biggest 
EarthBound fan community) waited a full six months to give Nintendo of 
America a chance to confirm that an English localization was in the works. 
When they didn’t - and when the fans got in touch with NOA to ask directly and 
got back a response of "Huh? Mother 3? What is that?" - they decided to act. 

They decided to do it themselves. 

The Mother 3 Fan Translation project began in earnest in November 2006, 
with professional translator (and now NF contributor) Clyde "Tomato" Mandelin 
taking the lead on transforming the game's text into readable English. A sup- 
porting team of hackers, other writers and cheering fans surrounded him, as it 
would be an undertaking that would take literally thousands of hours to finish. 

The rest of the Starmen didn’t sit idle in the meanwhile, though, as they 
sprang into action to get NOA to acknowledge the series once more, rallying 
around goals like convincing them to re-release EarthBound as a VC title - even 
publishing an entire book, the EarthBound Anthology, for that purpose! 


"We had high hopes for EarthBound, the Super NES version, 
in the US, but it didn't do well... 


You might not know this, but there was a petition in the US, a 
‘Please make Mother 3' petition and it got about 30,000 
signatures! After that, we thought "Wow... Earthbound fans 
are really solid.” 


__, Shigeru Miyamoto 


Earthbound 2 


‘Pabisher Nintendo 

‘Developer Nintendo 

SA Winter 2006 
Farmat GBA 


| ‘Ws been over 10 years since the charming 
arthbound hit the SNES, and while 

| sours ofa sequel have persisted over 

=e years, it’s only now that the follow-up Earthbound is known as Mother in Japan, 

=ñnally hitting Japanese shelves. with this outing being Mother 3 (not 2). 
Fans of Nintendo's Super Smash Bros. 

Melee will already know the game’s main Sadly, Earthbound 2 will inevitably suffer 

caracter, Tess, a young boy in a stripy from a long translation process so don’t 

æo. Little is known about the story for this expect to see it released in the UK until 

szquel but it looks to share many of its at least December but we'll bring you our 

zredecessor’s characters and odd quests. first impressions next issue. + 


FIRST LOCALIZATION REPORT 


WITH MOTHER 3 finally a completed game and finally released in Japan 
where Japanese plans were finally playing it, it seemed a sure thing that the 
Western world would soon be getting it too - localized as "EarthBound 2," we 
all assumed. And, sure enough, the month after its debut in Japan, the game 
got its first English-language preview in the United Kingdom’s official Nintendo 
magazine. They called it "Earthbound 2" (with a lowercase "b" - Nintendo's 
never been consistent with that), and the article speculated that because of the 
large amount of text in need of translation, fans shouldn’t expect to see the 
game released any earlier than December of that year. 

Hmm. Well, they were right about it taking a long time, at least! 

Looking back, the whole article seems suspect, which makes you wonder 
whether or not the writer was just making up the news that the game was on its 
way in English. It said things like "Fans of Nintendo’s Super Smash Bros. Melee 
will already know the game’s main character, Tess, a young boy in a stripy top." 
Which means the writer thought Lucas was Ness (Error #1), and (Error #2) 
couldn’t even get Ness’ name right. Tess? Really? 


LUCAS JOINS SMASH BROS. 


WHILE FANS IN the West were spending all of their creative energy cam- 
paigning for Mother 3 to be localized and EarthBound to be re-released, fans 
back across the Pacific in Japan were simply enjoying the complete Mother 
series just the same as any other Nintendo franchise. They could play any of the 
three games any time they wanted. As many times as they wanted! (Those 
jerks!) But honestly, for as jealous as that might make some of us living in other 
countries, we owe a debt of gratitude to Japan’s fans as well. 

They immediately gravitated to the character of Lucas, and so much so that 
Nintendo recognized his appeal and decided to make him playable in the next 
Super Smash Bros. sequel: Brawl, which debuted on Wii in early 2008. He was 
functionally a "clone character," in that he shared much of his moveset with 
Ness, who'd been the series’ sole Smasher before then - but Lucas’ individual 
personality shined through thanks to specific references to Mother 3 like the 
New Pork City stage and Duster’s Rope Snake. Prominent enemies from Mother 
3 also appeared in Brawl’s single-player story mode, The Subspace Emissary. 
And all of that just made more Western fans want to learn about Mother 3! 
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THE FAN TRANSLATION 


TWO AND A half years after the game’s release in Japan, we were well and 
truly beyond the point when an officially localized version of Mother 3 was a 
reasonable expectation. Nintendo had left the GBA behind and was several 
years into the life cycle of the DS, and while the occasional hopeful fan would 
dream of something like a DS cartridge compilation of the whole series, we 
knew such thoughts were pie-in-the-sky wishes. 

Even the campaign to get the one localized EarthBound game re-released on 
Virtual Console on Wii seemed stalled, as that console had been out for two 
years and already reissued all the major SNES hits - while skipping Ness’ quest. 

It was in the middle of this doom and gloom that a beam of light broke 
through the clouds and lit the fandom aflame once again: the release of The 
Mother 3 Fan Translation! Clyde and his team had done it! Over the course of 
two years, and having had to not only translate the text but also hack the game 
code itself to be able to have the new English lines display properly, they’d at 
last arrived at the finish line! It was a huge moment for EarthBound fans, and 
we've got a much more complete telling of the tale on Page 78, so flip there! 


EARTHBOUND ON Wii U VC 


AFTER THE MOMENT of triumph of the release of the fan translation and the 
cherry-on-top arrival of the Mother 3 Handbook, things seemed to settle down 
in the fandom for a span of several years. Perhaps that’s just my perception, 
though? | know many diehard Starmen were still actively campaigning all 
throughout this time, still hopeful that NOA would hear their cries for an official 
Mother 3 localization - especially since the huge volume of downloads of the 
fan translation served as another point of evidence that, yes, there was a 
hungry fanbase ready to support the game. 

But time went on, and Nintendo stayed quiet. The Wii stepped out of the 
spotlight and the Wii U stepped into it, and its Virtual Console just echoed the 
same bunch of NES and SNES classics we’d already been resold for years. 

So it was a complete shock when, out of nowhere in the middle of 2013, 
Nintendo confirmed that the fans’ cries for an EarthBound VC re-release had 
finally been heard! The game launched that July and instantly soared to the top 
of the eShop’s sales charts as fans descended upon it in droves - the first way 
to buy the game officially since the cartridge release 18 years earlier! 
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PROLOGUE 


—— — 


LOOKIN’ HANDSOME 


MEET HE 
FAMILY 


j| STOP LOAFING AROUND 


THE MOTHER 3 HANDBOOK 


THE POWER AND influence of the EarthBound fandom is so far-reaching that 
it has even given rise to entire companies! Many of you are likely familiar with 
Fangamer, the online shop that is home to hundreds of incredible products 
made by video game fans and for video game fans - T-shirts, posters, coffee 
mugs and even plush toys are on sale through their site. One of the most 
impressive products they’ve ever produced, though, came immediately in the 
wake of the launch of Mother 3’s fan translation: the Mother 3 Handbook. 
Designer Jon Kay (who actually created our NF logo for us) led a team of 
writers, artists and Mother 3 superfans who worked in parallel with Clyde's 
translation crew, putting together a full walkthrough/strategy guide for the 
game that served as a perfect companion piece for any fan’s first playthrough. 
(It certainly did for mine.) It wasn’t a cold, lifeless strategy guide like some you 
may have seen in the past, filled with nothing but maps and step-by-step direc- 
tions of where to go next; rather, it was packed with personality on every page, 
including unique artwork for every enemy and even, yes, clay models! The 
Handbook is still on sale today, or you can read it online entirely for free. 


THE E3 MOTHER 3 GAG 


TALK ABOUT A momentum shifter! With EarthBound now on sale on Wii U, the 
Starmen had just the avenue they needed to get Nintendo’s attention in the 
best way possible: not with letter-writing campaigns or phone call blitzes, but 
with actual dollars getting deposited into the NOA bank account with repeated 
purchases of that SNES masterpiece. Any fans who'd let the embers of their 
hope for Mother 3 die down were instantly reignited, too, leading to the 
moment when, at E3 2014, one Mother 3 fan was literally ignited. 

It was a gag that took place within the very first minute of Nintendo’s biggest 
show of the year. Seriously, with an entire Digital Event full of huge game 
announcements to share, the very first thing Nintendo did was make a refer- 
ence to the fan outcry for a localized Mother 3! It involved a stop-motion- 
animated Reggie Fils-Aime using a Fire Flower to roast the Mother 3 fan alive 
for daring to bring up the subject, which seemed like the absolutely perfect 
tongue-in-cheek way to acknowledge that the fans had been heard. After the 
huge sales success of EarthBound on VC and this right-up-front E3 gag, how 
could anyone doubt that Nintendo of America had gotten the message? 


JUNE 2015 


EARTHBOUND BEGINNINGS 


IN THE SUMMER of 2013, the long-awaited re-release of EarthBound on 
Virtual Console finally happened. In the Summer of 2014, Nintendo directly 
acknowledged Mother 3 in the first minute of their biggest presentation of the 
year. Then, keeping the trend going, the Summer of 2015 hosted the next big 
shock for the EB faithful: The original Mother game, which had been skipped 
over for release in the West a full 26 years earlier, was finally released! The 
announcement, delivered by series creator Shigesato Itoi himself, came as a 
complete surprise. It kicked off Nintendo’s E3 events and instantly put smiles on 
the faces of thousands - and even a few tears in a few eyes! 

Mother 1, now rebranded as EarthBound Beginnings, had a localization 
almost entirely complete back around 1990. Nintendo Power even reported on 
it at the time, saying it was expected to be launched on the NES with the name 
"EarthBound." Ultimately, that name was saved and used for its SNES sequel, 
which did make it to market here - while the fully translated Mother 1 leaked to 
the Internet in 1998 and made the rounds in the fandom under the title 
"EarthBound Zero" for 17 years! 


2014 2015 


LUCAS JOINS SMASH, AGAIN 


MOTHER 3 FANS were initially disappointed by the final playable roster of 
characters chosen for Super Smash Bros. for Wii U & Nintendo 3DS, because it 
looked like Ness would once again be the EarthBound series’ sole representa- 
tive. A few months after the games’ launch, though, Nintendo confirmed Lucas’ 
return as the second DLC fighter to join the lineup! 

In many ways, positioning Lucas as an optional DLC character represents 
more confidence in him than including him in the main cast would have. 
Nintendo would only pick characters who would inspire fans to spend money to 
take DLC spots, you know? They are a business, after all, and you can be sure 
they counted the costs and potential profits involved in the decision to make 
Lucas an optional purchase - and no doubt the Mother 3 fans swarmed to buy 
him as soon as he became available, as purchasing his DLC became the first 
official way to spend direct money on some piece of Mother 3 in the West! 

Also important: Lucas rejoining Smash Bros. meant he’d also get his own 
amiibo, and that meant Mother 3 fans also got their first piece of physical 
merchandise to spend money on in the West as well. Cash talks! 


MOTHER 3’S LAST CHANCE? 


AND SO, HERE we are. 

It’s been 10 years. An entire decade of disappointment, as Mother 3 was 
passed over for release on the Game Boy Advance and hasn’t shown up in any 
other kind of format in the West since then. All common sense would suggest 
that if a game hasn't been localized after 3,650 days of waiting, it’s probably 
never going to happen. 

e ANd yet a: 

Look back across these last few years. Look at what Nintendo has been 
saying, without coming right out and saying it. Look at the trend they’ve estab- 
lished; the momentum they’ve been building. Let’s review again: 

Summer 2013: EarthBound finally re-released on Virtual Console. 

Summer 2014: Mother 3 directly acknowledged at E3 2014. 

Summer 2015: EarthBound Beginnings surprise-launched at E3 2015. 

Should we really have any doubt that something is coming this year? And 
soon? Potentially very, very soon? 

Let’s just come right out and say it: We’ve heard from several different 
sources over the course of the past several months that, at last, Mother 3 will 
be making its English-language debut in the immediate future. The game was 
just re-released to Japan’s fans through the Wii U Virtual Console this past 
December - and that’s how it will be distributed in North America and Europe 
as well. 

EarthBound came to Wii U VC. Then EarthBound Beginnings came to Wii U 

VC. Mother 3 will do what it was always intended to do: complete the 
trilogy. 
Now it’s all a question of timing. We thought there might have 
been a chance that the game would appear on April 20, to 
coincide with its 10th anniversary date in Japan. But that was 
Just two days before the launch of Star Fox Zero, and the PR 
machine for Nintendo was in full force promoting that game 
on that day instead. 
That leaves a few further possibilities. 1) It could arrive in early 
May, in connection with Mother’s Day. (Get it? Mother's Day?) Or 2) It 
could be announced right at the beginning of E3, just as EarthBound 

Beginnings was last year. Or 3) It could be held until later in the year (but I 
don’t think that’s as likely, since E3 seems like it’s going to be anemic as it is, 
and the Big N could use a big infusion of goodwill right there in mid-June. 

And finally, for a fourth possibility: It could never happen. As confident as we 
are that it is happening, as much as we banked on that fact by making it our 
cover game for this issue and dedicated its theme and content to it, it’s still not 
a 100% certainty until all of us see it on sale in the Wii U eShop with our own 
eyes, pay for its purchase and watch that download bar start to make progress. 

If it doesn’t happen? Well, this timeline will simply extend - because | don’t 
think anything will ever deter the extremely dedicated, insanely faithful fans of 
the EarthBound series. They are the strongest fans in gaming. 


| 
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KUNIO RETURNS 


It took three years, but River City: Tokyo 
Rumble is finally punching its way to the States. 


YOU’D PROBABLY BE right to assume that, by this point in 
the year 2016, any eShop games that launched in Japan in 2013 
have no chance to make their way to North America. And you’d be 
right, in most cases. Just not in the case of Nekketsu Kouha 
Kunio-kun SP: Rantou Kyousoukyoku, which is finally getting 
an English translation courtesy of Natsume. When it arrives 
in the 3DS eShop this Summer, it will go by the rebranded 
name River City: Tokyo Rumble. 

If that name sounds familiar, it’s because it’s as close to 
being called River City Ransom as possible - though the 
"Ransom" part of the name seems to be legally tied up elsewhere. 
The Kunio-kun series has been around for three decades now, 
and over the years different companies have taken on the task 
of localizing its releases, most often bestowing wildly different 
names to each game, and sometimes different names in different 
regions. River City Ransom was the most popular installment in 
this series back in the days of the NES in North America, but in 
Europe it was marketed as Street Gangs. Nintendo localized the 
Kunio-kun soccer game directly, but didn’t put "River City" in the 
name then - that one became Nintendo World Cup. And then 
there was Crash 'n the Boys: Street Challenge... | kind of wish 
that was the name that stuck! 

But the handful of Kunio-kun games that have been picked up 
for localization represent only a fraction of the entire franchise, 
as there are at least a dozen different installments in the series 
that are still Japan-only, dating all the way back to the ’80s. So if 
you're shocked by Natsume bringing us River City: Tokyo Rumble, 
your reaction would be warranted. 

As for the game itself? It’s a sidescrolling beat-’em-up in the 
tradition of the NES classic from which it’s borrowed its two first 
words. It serves as a new sequel to that game, telling the tale of 
Kunio and Riki (whom you may remember as Alex and Ryan) being 
forced to defend their city from a new gang that has just arrived 
from out of town. We'll have a full review soon! - LUCAS 


YOU’D PROBABLY BE right to assume that, 
by this point in the year 2016, any eShop 
games that launched in Japan in 2013 have no 
chance to... wait, seriously? Two different 
3DS eShop games from 2013 are finally 
getting English-language releases in 2016? 
That’s incredibly weird. 

ese OTIS? 

Here’s what this situation says to us, if 
you'll allow me to make my own translation: 
The 3DS is on its way out the door as develop- 
ers have started moving on to Nintendo’s next 
new system, and to fill in the gaps in the 
release calendar during this time of transi- 
tion, publishers are flipping back through old 
release calendars and pulling out anything 
they can find from years gone by that could 
still reasonably be sold in the West. Pushing 
through a localization three years after the 
fact is easier than pushing the development 
of an all-new 3DS title totally from scratch at 
this point! 

And so here we are, in a time when it’s not 
really all that weird to see Nekketsu Kouha 
Kunio-kun SP become River City: Tokyo 
Rumble, and it also shouldn’t seem weird that 
Game Freak’s Soriti Horse is finally showing 
up Stateside as Pocket Card Jockey. 

For this one, there’s no mistaking why it 
was passed up for immediate localization 
back in 2013: It is profoundly weird. In Pocket 
Card Jockey, you step into the boots of an 
aspiring horse racing champion... who has 
just had a near-death experience after being 
thrown by one horse and trampled by a mob 
of a dozen others. A kindly angel takes pity 
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HEAD OF THE STRETCH 


It took three years, but Pocket Card Jockey is finally racing to the States. 


on you because of your terrible lack of skill in 
horsemanship, though, and returns you to life 
- with a twist. Your soul, and your skill at 
being able to be a jockey, become eternally 
intertwined with your skill at being able to 
play the game of solitaire. 

... Uh, say what now? Yep, Pocket Card 
Jockey is a mash-up between a horse racing 
sim and a card game. A deck of cards is 
shuffled up and dealt out to you on the 3DS’ 
bottom screen, and it’s up to you to match 
cards correctly there while horse races play 
out simultaneously on the top screen above. 
If you play well, clearing cards from the 
tableau quickly, your horse becomes ener- 
gized and charges forward to the front of the 
pack. If you don’t, it won't. 

But that relatively simple explanation is 
underselling the complexity at play here, as 
there are myriad other aspects of the game- 
play to juggle at the same time, like having to 
draw paths for your horse to try to follow 
with the stylus and manage tapping on virtual 
buttons to control your steed directly in some 
sequences. What’s more, the version of soli- 
taire you play here isn’t the version most 
Americans know, so that’s another hurdle. 
This one may be a tough sell, but there’s a 
free demo in the eShop now for you to try. 

Just like a horse race heading into its final 
stretch before the finish line, so too is the 
3DS entering its final season. So if you want 
some more insight into what other games 
might appear in the eShop in the months 
ahead, look back at what Japanese fans were 
playing three years ago! - LUCAS 


GETTING READY TO GO 


The era of Pocket Monster hunting inthe great outdoors draws nearer with the 


impending launch of Pokemon GO! 


ARE YOU READY to get up and GO? 

When we last talked about Pokemon GO here in 
the pages of NF Magazine, it was just after the 
release of its incredibly impressive debut trailer that 
got the whole world hyped on the idea of getting out 
into the great outdoors and catching ’em all, all over 
again, in the real world (the video's since been 
viewed over 25,000,000 times on YouTube). But that 
bold announcement was followed by several months 
of silence from The Pokemon Company, Nintendo and 
Niantic, as the companies buckled down to finalize 
the game and deliver on the promise they’d pre- 
sented with such cinematic flair. Now, thankfully, it 
seems like the launch of the game is just around the 
corner, as it’s currently in active beta testing with real 
players trying it out in several countries around the 
planet. 

Thanks to the fact that the near-final game has 
made its way into the hands of so many fans, we’ve 
got a clear understanding of what Pokemon GO is and 
what it isn’t - and that’s allowed us to temper our 
expectations a bit from the grandiose spectacle 
shown in that first trailer. 

So, what it is: Pokemon GO is an augmented 
reality adventure that maps its gameplay to the geog- 
raphy of the real world - meaning that you can’t play 
it by just sitting at home. You have to get out and 
walk, bike or drive around to explore the cities and 
countryside around you, searching for the physical 
locations where virtual Pokémon are lurking. Once 
you arrive at one of these spots, you'll encounter the 


monster and be able to catch it by throwing virtual 
Poké Balls at it (see the Squirtle in the screenshot 
below, discovered loitering near a sidewalk). 

But take note at what | didn’t just say: You don’t 
battle the Pokemon before attempting to capture it. 
Catching monsters in Pokémon GO isn’t the same as it 
is in the series’ core games - it’s not a challenge of 
weakening the creature’s HP, or putting it to sleep to 
having a higher chance of success when tossing the 
Ball. You just throw the Ball. The challenge comes 
from having to get to the right physical location to 
activate the encounter in the first place; the exercise 
of getting out and walking is what earns you the new 
addition to your Pokédex, not your skillful usage of 
False Swipe and Spore. 

Some fans will no doubt be disappointed that 
catching monsters seems so relatively easy once 
you've made it to them, but that’s just the nature of 
this mobile app - it’s meant to be its own experience, 
not a re-creation of the core games’ RPG quests. The 
real fun and challenge will come from interacting 
with all of the other Trainers out there who are trying 
to catch ‘em all before you do! 

When you enter the world of GO, you'll be asked to 
join one of three different teams: Team Blue, Team 
Red or Team Yellow. After making your selection, you 
are then aligned with all the other players who made 


| 


the same pick you did, working together with your 
teammates to thwart the advancement of the other 
two player groups. Team vs. Team conflicts will play 
out primarily at Gyms. Gyms will be located at 
notable meet-up spots around the globe - there may 
be a Gym at a shopping mall near you, or a tourist 
attraction that draws lots of visitors every day. Or 
maybe a bus stop! Who knows where they'll be yet? 

Wherever Niantic ends up placing them on the real 
world map, they’ll all function the same way. The first 
player to make it to a Gym once the game launches 
will be able to claim ownership of it for their team by 
depositing one of his or her captured monsters inside 
to guard it. Other members of the same team can 
then come along and deploy their fighters too, 
shoring up the defenses. It’s then up to the members 
of the other two teams to come along and try to 
defeat the Pokémon there with their own Pokémon to 
steal control of the Gym! 

This is where the actual Pokemon battles take 
place, with the traditional exchanging of blows 
between monsters chipping away at each other’s HP 
bars with different moves. So if you were worried that 
there would be no battling involved at all, don’t! It’s 
there. 

And it will likely sweep millions of people up into 
its action too! Seriously, once the game launches, it’s 
going to be a constant fight of Red vs. Blue vs. Yellow. 
You'll gain control of a Gym and think highly of your 
skills, but then a rival team will swoop in while you're 
asleep at night and knock out your ’mons. You’ll then 
have to retaliate by getting back to that same 
location ... well. Let’s just say we Poke-fans will be 


getting plenty of exercise soon! 

There are many more aspects of Pokemon GO to 
report on, so keep your eyes peeled for future issues 
for more! (And keep your eyes on the App Store, as 
the game could launch any time!) - LUCAS 
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Rou d saa "Round it Goes 
KURU KURU KURURIN 


IF YOU WERE wanting yet another reason to be hopeful about a possible 
release of Mother 3 on the Wii U eShops of the West, here’s one! Kuru Kuru 
Kururin was never released in North America on a Game Boy Advance car- 
tridge, but 15 years later it’s finally made its debut here thanks to the GBA- i 
emulating power of the Wii U Virtual Console - the exact way we’re hoping SA 
Lucas’ adventure will arrive. 

Well, OK, the situation isn’t exactly the same. Kuru Kuru Kururin already had 
an English version in existence, thanks to the fact that Nintendo of Europe did 
deign to release it in cartridge form across the Atlantic - so Nintendo of 
America didn’t have to produce an all-new localization to get this game ready 
for our audience here in Canada and the States. 

But that said, maybe they should have gone back to touch up the translation 
in this title, because it’s in English - but really rough English. The characters 
say things like, "If you have difficulties in the future lands, press the Select 
button 
in the Start area." With that weird, out-of-place line break happening just as 
I’ve presented it here: after "button" and before "in." It’s odd, and it goes to 
show that even in the year 2001, some of Nintendo’s own localizations were 
still stiff and full of errors. 

Oddities in speech bubbles aside, Kuru Kuru Kururin is a classic Nintendo 
challenge that takes a simple idea and wraps a whole adventure around it. You 
might remember seeing the Helirin featured as an Assist Trophy in Super 
Smash Bros. Brawl - it’s a helicopter held aloft by slowly spinning blades, and 
your job, as its pilot Kururin, is to navigate your way through cramped corri- 
dors without letting those blades collide with the narrow walls closing you in on 
every side. (Kururin’s on a quest to save his lost brothers and sisters, as appar- 
ently their mother wasn’t enough of a helicopter parent to keep track of them. 
Eh? Huh? See what | did there?) 

The gameplay starts off easy, of course, with a few tutorial levels and some 
relatively spacious opening worlds full of safe zones where you can rest and let 
the Helirin’s rotors rotate themselves to just the right angle before pressing 
forward again. But soon enough, the difficulty ramps up and you enter levels 
where you have to constantly be on the move, as there are no hallways with 
enough clearance to pause for more than half a second. You'll have to slip, 
dodge and spin around every configuration of obstacles imaginable, and things 
get even more challening when you have to also deal with contrap- 
tions like springs that reverse the spin of your copter’s blades. 

It’s a little irritating, but mostly great. So support this game 
and let NOA know we want to see more imports! - LUCAS 
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Tactical Time Sink 
FINAL FANTASY TACTICS ADVANCE 


STRATEGY FANS, REJOICE! The classic Final Fantasy Tactics 
Advance has returned, which means you’ve got a second chance to play all the 
way through and finish the quest that you gave up on back in 2003. 

What? That was just me? 

OK, so probably there were plenty of dedicated strategists back in the GBA 
days who did see this quest through to the end, and if that was you, then you’ve 
earned my applause. Because this game is dense! It’s long. It’s complicated. 
And it’s a true achievement to make it all the way through the story and get to 
see the credits roll. 

Part of that is a good thing, and part of it is bad. The part that’s good is that 
when you're playing a strategy game, you want depth. You want complexity, 
and tons of different aspects of character growth to have to micromanage. It 
wouldn’t be engaging your mind otherwise. 

But the part that’s bad about Final Fantasy Tactics Advance’s overall run 
time is that it feels like you have to plow through an awful lot of padding, 
taking on tons of inconsequential missions that can sap hours of your time 
before you come across the next, important, plot-advancing cutscene moment. 

The story begins not in the world of Final Fantasy, but in the "real world," 
with a set of four young schoolyard friends meeting up together to all take a 
look at a supposed "magic" book from the local library. One of them gets to 
talking about how Final Fantasy is his favorite video game series - that’s the 
game getting self-referential - and sure enough, the book does turn out to 
actually be magical, as it interprets the boy’s wistfulness about the Final 
Fantasy world as a honest wish to be transported there. The friends awake to 
find themselves in the world of the game, surrounded by Moogles, Chocobos 
and a whole lot of angry monsters that really want to kill them. 

With the overall goal of finding some way to return back home to the real 
world, you take command of main character Marche and begin to participate in 
the game world’s most popular activity: turn-based battling. You assemble a 
clan of fighters from a variety of different races and classes, equip them for 
combat and then step into isometric battlefields to face off against other rival 
clans and groups of wild beasts. The combat is satisfying, if a little frustrating - 
for some reason, the chance-to-hit percentages always seem to be low in this 
game, so you have to endure a lot of missed attacks. 

Most of your time is spent battling, but another huge chunk of attention is 
also demanded by menu navigation and character adjustment in-between 
battles. You have to carefully guide each fighter’s growth so that they unlock 
more powerful techniques over time, and ultimately re-class them into better, 
more versatile jobs. The game doesn’t explain its flowchart of promotion well, 
though, so you’ll need to consult an online reference for help there. 

FFTA is a great strategy game - if you’ve got the time to invest! - LUCAS 
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Forgotten Follow-Up 


POLARIUM ADVANCE 


| FEEL LIKE a bad fan. 

Back when the original DS model debuted in late 2004, its launch lineup was 
severely lacking. It had Super Mario 64 DS on Day 1. It got WarioWare: Touched! 
the following February. But there was very little else to really get excited about 
until much later on, leaving early adopters to just have to drift along, waiting. 

One unsung bright spot in this span of time, though, was Polarium. A simple 
touchscreen puzzler, Polarium debuted on DS in April 2005, and you’d think 
that it would have gotten more notice than it did, seeing as how there were 
seriously no other competing releases around it at that time. But it somehow 
still got missed by many people - and it was their loss! 

Polarium is a “one-line puzzler." It presents you with a grid of black and 
white tiles, and it tasks you with tracing a single, unbroken line around the 
playing field, touching just the right tiles in just the right order. When you finish 
drawing your line, all of the tiles you traced over invert themselves to the 
opposite color - white flips over to black, and black flips over to white. The goal 
is to get every horizontal line to be the same color all the way across. If you do 
that, the line disappears. If you don't, it doesn’t. 

Complicating matters further is the fact that you really do only get one line 
to work with. If you can’t make every tile flip in exactly the right way with a 
single move, you fail the current puzzle and have to try again from the start. 

| loved it! My attention had nowhere else to be drawn at the time, but even 
still Polarium is the DS "launch window" title I still remember most fondly. 

But this isn’t a review of Polarium! This is a review of Polarium Advance. It’s 
the GBA follow-up to that DS original, and it came out over a year and a half 
later, in November 2006. And | feel like a bad fan, because | missed it entirely. 

It was the exact opposite situation with timing, really. For as vastly empty as 
April 2005 was for Nintendo releases, November 2006 was crammed full - with 
the launch of the Wii, with Wii Sports and The Legend of Zelda: Twilight 
Princess, for starters. So | blanked on its release entirely, and so much so that 
when it popped up as a Wii U VC game a couple of months ago, | thought at first 
that it was another never-before-released-in-America game, like Kuru Kuru 
Kururin. Nope! It was released here; it just got totally buried. 

Well, it’s been nice to rediscover, for the first time, an all-new set of puzzles 
for Polarium. Though not stylus-controlled in this version, the gameplay is still 
exactly the same: tracing unbroken lines through tiles to flip them all the right 
way. And actually, Advance goes beyond the first game a bit by including 
special tiles that mix up the rules just slightly, like introducing a Tetris-like 
falling of tiles after you clear lower lines. 

Is it worth your while? For serious puzzle fans, sure. But this mostly forget- 
table sequel is also safe to bypass. You have my permission to skip it. It won’t 
make you a bad fan! - LUCAS 
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Branch of Fate—Choose Your Path 


| Defend Hoshido | 


| Fight with Nohr | 
ie 


| Refuse to Choose! 


FIRE EMBLEM FATES: REVELATION 


SPOILER WARNING! Turn back 
now if you haven't yet finished both 
Fire Emblem Fates: Birthright and 
Conquest, as discussion of this third 
story path ruins them both. 

I'll give you a minute to go. 


OK. Sticking around? You’ve 
either already finished the first two 
Fates or else you're just stubborn. Or 
maybe you don’t care? But you 
should! Because Revelation is a won- 
derful culmination of the truly epic 
hree-part story that is the entirety 
of this latest Fire Emblem adventure. 
t’s honestly at its best if you play it 
only after you've played the first 
wo. 

Which | did! It took me several 
weeks, but I started with Birthright 
just after we wrapped production on 
ssue #20, playing through its entire 
story. Then | immediately jumped 
into Conquest, and conquered it. And 
though the strategic side of my mind 
was fatigued by that point, | then 
dove straight into Revelation to 
complete the entire 80+ chapter, 
three-timeline story in time to write 
up my thoughts for you all in this 
edition. 

Incidentally, | don’t recommend 
playing that way. It’s only once every 
couple of years that we get a new 
installment in the Fire Emblem saga, 
and since there are three versions of 
Fates, it'd be wiser to space them out 
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over a longer stretch of time than 
just two months. 

If you can hold yourself back, that 
is. You may just feel yourself com- 
pelled to press forward to the end of 
the tale, especially when you see 
that the two separate sets of charac- 
ters you spent weeks investing in 
through Birthright and Conquest 
both come together here, joining 
forces to fight back against the one 
true puppet master who was orches- 
trating all of the events of the other 
games from behind the scenes. 

It’s honestly a blast to see Ryoma 
and Xander shake hands and begin 
to work together. The designers of 
Fates did such a good job crafting 
such likable personalities on both 
the Hoshido and Nohr sides of Fates’ 
central conflict that it’s exhilirating 
and just plain fun to be able to have 
access to every one of them in the 
same campaign. 

Of course, it doesn’t start out that 
way. Revelation begins with Corrin 
on the run, having made the decision 
not to side with either elder brother, 
and hunted by both. The first half of 
Revelation’s story arc and set of 
missions is slower, as you hop 
around to many of the same locales 
you’ve already battled across in the 
previous two storylines - and 
recruiting many of the same neutral 
allies. For some reason, I’d convinced 
myself that Revelation would include 
some all-new warriors to welcome 
into your army. It doesn’t. You get 
the same troops you’ve already 


invested in and leveled up once and 
sometimes twice before, knocked 
back down in XP so you have to raise 
them all up once again. 

That’s a bit of a bummer, but | 
took it as an opportunity to invest in 
characters l’d neglected in the first 
two runs. (My strongest fighting duo 
ended up being Mozu and Hayato, if 
you can believe it.) 

The second half of the story is 
where things really come together, 
as both royal families bury the 
hatchet and join Corrin on a quest 
into the mysterious hidden kingdom 
of Valla. It’s a sensational setting! 
The plains and castles and ninja 
forests of Hoshido and Nohr were all 
just fine, but in Valla it’s an other- 
worldly, high fantasy horizon as far 
as you can see - weird, floating 
islands in the sky and lots of unique 
maps that aren’t repeats from the 
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previous quests. f 
What’s more, the gameplay twists A 

you encounter across all of the maps M 

in Revelation are wonderful. That’s LH, 


the best part of Conquest, preserved 7 H 
- instead of having every mission Wy 
objective simply be "kill all the bad 
guys," the goals are always varied 
here and you have to deal with 
one-off traps like darkness that 
obscures enemy positions, 

huge snow drifts that you 

must break through to make 

a path to a boss and, my 

favorite, a map where your 4, 
fighters’ bodies are split 

into two and you have to 

manage the HP of both of them 
simultaneously, because if one dies, 
they both do. (Though, to be fair, 
that map also appeared in Conquest 
in a more limited capacity.) 

But even though Revelation isn’t a 
100% unique experience with a few 
reused maps and all reused charac- 
ters, the maps that are wholly new 
and the fact that the Hoshido and 
Nohr characters can work together is 
more than enough to make this third 
story path truly excellent. Play it! But 
play the other two first! - LUCAS 


| Ah, Corrin. So we'll get to dance 
7 \ one last time after all. 


Camilla 


Corrin ~ 
xj Camilla. Please clear the way. | don't 
“/ want to fight you. 


5 I); Takumi... In your heart you must know 
'/ this is the last thing | ever wanted. 
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Hooray! Thank you 
me. 


rescue my friends. 
Bowser trapped me 
in that egg. 


A True Classic 
SUPER MARIO WORLD 


HOW CAN YOU forget a game like Super 
Mario World? The very first day | played it, | beat 
the game. My parents gave it to me as a gift, | 
went upstairs for a few hours, happened to find 
the secret Star Road back door to Bowser’s 
Palace, beat Bowser into a pulp and came back 
down in time for dinner in the same afternoon. | 
literally could not put it down - and that same 
feeling swept over me all over again playing it on 
the New Nintendo 3DS. 

The Koopa Kid bosses? All classic in their own 
way, and still very much a relevant part of 
Nintendo’s history. Yoshi, the Cape Feather, the 
haunted Boo Houses . . . need I go on? Nearly 
every facet of Super Mario World is woven into 
the very fabric of the platforming genre today, to 
say nothing of Nintendo’s legacy as a whole. 

With a system that encourages exploration, 
many levels have alternate routes, which are 
very clearly designated by a red dot on the map. 
It’s a genius mechanic and such a little thing, but 
it helps drive the point home that "this level has 
something hidden in it, and you haven’t found it 
yet." It’s addicting, all-encompassing and thrill- 
ing, which isn’t something more modern Mario 
games necessarily make me feel. 

Super Mario World is perfect as a portable 
experience. It’s something you can pick up and 
play at any point, close your New 3DS, and come 
back to without missing a beat. For my own 
personal use, I’ve stored a save file that involves 
a 100% clear rating just to go back and play any 
level | want, and | also get the itch to just start 
over and see how fast | can speedrun something. 

Super Mario World truly has it all, and is one 
of the finest platformers ever created. That said, 
do be advised that this is SMW in its original 
form - so the extras added in its All-Stars and 
GBA re-releases aren’t in the mix 
here. But don’t let that hold you 
back! If you haven't played this 
true classic, now’s the time to 
pull the trigger! - CHRIS 
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BACK WHEN THE Super 

Nintendo came out, gamers were eager to see 
what the system could do. If we were going to 
dish out some hard-earned cash to buy a new 
console, we wanted to know just how much 
better it was than the previous generation! Did 
we really need to buy another system when the 
NES had given us so much fun for so many 
years? 

Well, yes we did - and while Super Mario 
World was absolutely a reason to purchase a 
SNES, it was F-Zero that ended up being the 
go-to game to showcase the SNES’ graphical 
prowess. F-Zero signified the true arrival of the 
16-bit era. 

Of course, by today’s standards, the game 
looks really rudimentary. As long as you’re down 
with the old-school aesthetic, you should still 
find plenty to enjoy from F-Zero. While Nintendo 
has let the franchise lay dormant for a number 
of years now, they still like to re-release its older 
installments on new hardware. We’ve seen this 
first F-Zero hit the Wii and Wii U Virtual Console 
services before, and now you can grab the game 
for portable play on your New 3DS. You may not 
get the same experience that you’ll get from 
playing on a TV, but F-Zero on the New 3DS still 
brings the heat. 

Again, while the graphics might seem primi- 
tive today, the gameplay still stands up. F-Zero is 
all about ridiculously high-speed racing in futur- 
istic landscapes. The game isn’t afraid to throw 
sharp turns and hazardous jumps at you every 
chance it can. As if things weren’t already fast 
enough, you can also boost down the track at 
insane speeds — but make sure you drive over 
the recharge strips scattered along the tracks! 
F-Zero isn’t afraid to start off challenging and 
get really difficult quick. That’s part of the 
game’s charm, but nowadays it 
might be too much for gamers 
to handle! If you’re up for old- 
school racing challenge, F-Zero 
will serve you well. - KEVIN C. 
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First in Flight 
PILOTWINGS 


SINCE IT WAS a Super Nintendo launch title 
alongside Super Mario World and F-Zero back in 
1991, it’s only fitting that Pilotwings has returned 
for another encore appearance along with them, 
completing the trio that launched the new Super 
Nintendo Virtual Console library for the New 
Nintendo 3DS. Pilotwings’ role back in ’91 was to 
be another showcase of the SNES hardware’s 
Mode 7 graphics capabilities (although, like 
F-Zero, it looks quite dated now), and also to 
offer a great set of challenging flight-sim levels. 

As anew member of the Flight Club, you'll go 
under the tutelage of four experienced pilots - 
Tony, Shirley, Lance and Big Al - as you learn the 
basics of flying a light plane, hang gliding and 
skydiving, as well as the straight-out-of-sci-fi 
rocket belt. Passing their tests will unlock a final 
challenge: flying a missile-equipped chopper 
deep into enemy territory on a rescue mission. 

One downside is that you’re not allowed to 
replay a challenge within a level - if you fail or 
get too low a score, you'll have to try the entire 
set of challenges again. You'll also unlock more 
difficult versions of the original levels, where 
you'll have to deal with new obstacles like taking 
off into a headwind and flying at night. 

On the New 3DS, | found the game a little 
easier to control using the D-Pad rather than the 
Circle Pad - but even then, the controls for 
adjusting your pitch and altitude were a little 
hard to get used to. (I was crashing as much as 
Launchpad McQuack before | found my groove!) 
While the graphics are bright and sharp (espe- 
cially with Perfect Pixel Mode turned on), there’s 
a lot of flickering and details disappearing when 
you zoom out, and a lot of jerky scrolling where 
landing on the runway is concerned. 

More casual players might want to seek out a 
used physical copy of Pilotwings 
Resort (they’re cheap to get 
nowadays), but if you’re look- 
ing for a challenge, this is the 
version to get. - REBECCA 
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For Solo Karters 
SUPER MARIO KART 


THIS ORIGINAL KART remains the game I’ve 
played the most in the whole series, mainly due 
to the fact that | got it with my SNES in 1992. | 
also had a Game Boy, and always wondered if 
there would ever be a version of the first-ever 
Kart made for a handheld. Well, 24 years later, 
it’s a reality, thanks to the New 3DS’ SNES Virtual 
Console. Nintendo requires the latest "New 3DS" 
to run SNES titles (which is odd considering the 
Virtual Console has been going strong on the 
original 3DS for years), but Nintendo has been 
slowly encouraging us to upgrade since its incep- 
tion, and the extra processing power enables 
those hot Mode 7 graphics. 

The first thing you need to know is that the 
two-player functionality is essentially worthless, 
even though it’s still accessible from the menu 
and technically playable. Unlike the VC Pokémon 
games, no effort was made to bring Internet 
functionality or other system communication in 
for more fun, so Battle Mode loses out again. A 
controller swap function can add another 
"virtual" controller, but because two people can’t 
use the same handheld at the same time in 
head-to-head competition, | fail to see the point. 

The game offers a "Perfect Pixel" mode that 
allows the screen to display its original aspect 
ratio, just in a smaller size. The game stretches 
the screen by default, which looks a little weird 
to me and has a "shaky" effect if you look too 
closely. As the game takes place entirely in split- 
screen (in single player the bottom half shows 
the map and character location) the gameplay 
area is only about an inch and a half tall when 
all’s said and done. While it’s entirely playable, 
that may be a dealbreaker for some. 

As with any Virtual Console release, playing 
Super Mario Kart today just isn’t as glorious as 
playing it natively on an SNES was 
years ago, but the addition of 
Restore Points and having these 
classic tracks on the go may 
just be enough to justify the 
asking price. - BRETT 
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A.K.A. Mother 2 
EARTHBOUND 


EARTHBOUND HAS CERTAINLY been ona 
long and strange journey, hasn’t it? When the 
game originally hit the Super Nintendo, it just 
didn’t seem to resonate with consumers. We'll 
never be able to pin down exactly why the game 
was overlooked, but some have speculated that 
the rudimentary graphics and strange advertis- 
ing campaign had a lot to do with it. Oddly 
enough, it took the release of Smash Bros. to 
generate some new interest in EarthBound. The 
desire to see what franchise Ness came from 
helped to raise the profile of the EarthBound 
franchise in a huge way, giving the series the 
cult hit status it now enjoys. Even though the 
game is over 20 years old, it’s still continuing its 
journey to reach new gamers, having just now 
landed on the New 3DS Virtual Console. 

To this day, EarthBound is one of the most 
unique and engaging RPGs ever made. Even 
better, now you can legally take the game with 
you to play on the go! While the game itself may 
have moved to the smaller screens of the New 
3DS, the experience is as big as ever. If you’ve 
never played EarthBound before, you're in for a 
real treat. You just better make sure you’re 
ready to take on something quite different from 
the other role-playing games out there! 

There’s no denying the quirky nature of 
EarthBound, but that’s what really draws your 
attention. Everything in EarthBound feels like it’s 
coming from another universe. You'll spend a lot 
of time fighting off-kilter humans rather than 
monsters, you'll experience trippy battle menus/ 
music and you'll be absolutely moved by the 
heart found in this game. It reaches deep down 
into your soul and really connects with you ina 
way most games never do. Now that EarthBound 
can be played literally anywhere 
you are, there’s simply no excuse 
not to jump in! (Before its 
sequel Mother 3 arrives on 
Wii U, we hope!) - KEVIN C. 
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The Perfect Zelda 


THE LEGEND OF ZELDA: 
A LINK TO THE PAST 


HAVING PLAYED EVERY Zelda game in the 
series, I can attest that nearly every single entry 
has ushered something new into the franchise - 
but A Link to the Past defined it in a way none 
had before, and no other has since. 

Kicking off with one of the most iconic intros 
in Nintendo history, you really get an immediate 
sense of Link’s heroic journey without filler. No, 
there’s no lengthy ranch sequence where it feels 
like you’re wrangling up goats for over an hour - 
no Kokiri Forest to navigate and do errands in. A 
Link to the Past starts with a trip to Hyrule 
Castle with one of the best tutorial dungeons in 
the series, and never really lets up from there. 

The world, simply put, is your oyster. Whether 
that involves sidequests that are seamlessly 
incorporated into the map, incremental 
upgrades or major optional item acquisitions, 
there’s a real sense that anything could be 
waiting around the corner. It’s conducive to 
playing on a New 3DS, just as it was many years 
ago on the Game Boy Advance, because it’s so 
easy to curl up with in bed and play for hours - 
or you can open and shut your system at your 
whim to progress through lengthy dungeons just 
a few rooms at a time. 

Boss fights are spectacular and memorable, 
dungeons all utilize item gimmicks to great 
success and the concept of switching between a 
light and dark world would creep up in future 
entries. It made it even more of a puzzle game, 
trying to figure out how to transition between 
realms and progress to a newly discovered zone, 
which is what Zelda is ultimately all about: 
exploration. 

As one of the cleanest Nintendo experiences 
I've ever played, | go back to The Legend of 
Zelda: A Link to the Past every 
year for a reason. It’s as perfect 
as a game can get, and the 
perfect choice to pick out of 
this initial lineup of SNES titles 
on the New 3DS. - CHRIS 
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Portable at Last 
SUPER METROID 


THE DAY HAS finally come. After 22 years, and 
after seeing other SNES masterpieces like Super 
Mario World, A Link to the Past and Donkey Kong 
Country get portable re-releases but never 
getting one of its own, one of the best video 
games of all time is finally, officially, on sale ona 
handheld. Super Metroid is intergalactic bounty 
hunter Samus Aran’s career-defining adventure. 
It originally debuted in 1994, and it has aged 
extremely well. 

In this third chapter in the Metroid chronol- 
ogy, Samus is tasked with investigating the 
revival of Space Pirate activity on Planet Zebes 
and retrieving the baby Metroid stolen by Ridley. 
Throughout your adventure, you'll need to 
collect an ever-increasing number of ability 
enhancements and firepower upgrades in order 
to take on Ridley and his cohorts before moving 
on to the true master of Planet Zebes, Mother 
Brain. While Super Metroid is mostly hands-off in 
terms of directing your exploration, you’re never 
made to feel that you’re hopelessly lost, as the 
game does a good job of herding you in the 
general direction you need to go naturally. Back- 
tracking is a natural, but sometimes tedious, 
occurrence in this genre, but thanks to some 
clever shortcuts it’s relatively easy to get to 
where you need to go expeditiously. 

The move to the New 3DS has been a smooth 
one, with no loss in graphic or sound quality. All 
of the eerie, glowing detail is well represented 
and the beautiful soundtrack is still a wonder to 
experience. | recommend playing with head- 
phones so you can get the full effect! Controlling 
Samus is still as spot-on as it was in previous 
releases. 

| can’t recommend Super Metroid highly 
enough: It was one of gaming’s finest moments 
over 20 years ago and it still holds 
its own against today’s offerings. 

Do yourself a favor and see 
where the term "Metroidvania" 
had its beginnings! - THOR 
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It’s On Like eee 
DONKEY KONG COUNTRY 


IT’S SO WEIRD to me, over 20 years later, that 
I'm playing Donkey Kong Country on such a 
small screen. | still remember my exact location, 
the exact time of day and the exact people who 
were with me when | first played it. It’s one of 
those experiences that never goes away, and one 
of Rare’s finest moments. It had it all - fan- 
service, challenging levels and a colorful cast of 
characters, which is still evident even today. 

From the very first level, Donkey Kong 
Country is a charmer. With just a few buttons 
and a small host of abilities (rolling, ground 
pounding, barrel grabbing) players can do so 
much, and there are so many nuances with both 
playable characters (Donkey and Diddy), it’s 
insane. Both have a different feel, a different set 
of both jumping and throwing parameters, and 
so on. 

With 40 levels in tow it’s easy to both power 
through and laboriously toil over for days on 
end. The pacing is near perfect, with just about 
every theme imaginable to conquer, constantly 
presenting new concepts like new critters to 
control and heaps of bonus level opportunities — 
some of which combine said critter use for some 
really interesting possibilities. 

If I had one major criticism it would be the 
lack of variety with the boss encounters. For the 
most part they all follow the same pattern, and 
when a handful of them aren’t even shown fully 
on-screen, their impact is severely diminished. 
Outside of the final boss fight | wouldn’t neces- 
sarily call any of them memorable - one even 
feels like you’re fighting a normal enemy. 

But with that said, even those relatively 
painless battles still have a certain degree of 
charm. They aren’t cheap and don’t overstay 
their welcome. That’s pretty much 
the core principle of Donkey 
Kong Country to a tee - fun to 
play from start to finish! 

- CHRIS 
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The Best DKC 
DONKEY KONG COUNTRY 2: 
DIDDY'S KONG QUEST 


DIDDY’S KONG QUEST is one of the greatest 
sequels of all time. What more could possibly be 
added to the greatness that is the original DKC? 
Lots, apparently - and Rare managed to pack it 
all into one amazing package. Those mine cart 
sessions? They’ve been given a huge flair 
upgrade as rollercoasters. The new pairing of 
Dixie and Diddy, with the former’s hair gliding 
ability, also couldn’t be more different, and 
expand upon the asynchronous setup of Diddy 
and Donkey in the original. That also goes for 
the new animal friends, as Squitter the Spider 
and the beefed-up Squawks the Parrot host 
some of the best levels in the entire series. 

But my favorite part? Easily the newly 
expanded world map. Not just a tool for getting 
from Point A to Point B anymore, it now hosts 
secret areas, more interesting shops and 
minigames. That includes the game’s own "Lost 
World" zone, accessed by locating Kremkoins, 
littered across each level. It reminds me of the 
Mario series’ Star Road in all of the best ways, 
but it’s even tougher to access, making the 
payoff for facing the true final boss that much 
sweeter. 

Boss fights are also drastically improved 
upon. No longer just clones (with one exception), 
there are some amazing battles in there, espe- 
cially Kleever - a huge ghost sword who lords 
over a giant arena that serves as a level in and 
of itself. 

Somehow, Rare managed to go all out and 
basically double the previous game’s assets and 
concepts without going overboard. It’s like they 
had a whole warehouse full of ideas that they 
never got to use in the original project, and 
sprung them all for the sequel. 

However they managed to do it, 
Diddy’s Kong Quest is a master- 
piece, and one of the Super 
Nintendo's must-play games. 

- CHRIS 


ORIGINAL RELEASE: SNES, 1995 
NEWODSYC PUBLISHER: NINTENDO 


DEVELOPER: RARE 


Watch the Death Toll Rise 
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HAVE YOU PREVIOUSLY enjoyed 
a Mutant Mudds title, but felt the 
challenge wasn’t up to your level of 


skill? Do you like punishing platform- 


ers? Do you like wondering if it’s 
even possible to complete some 
specific areas of games? Man, does 
Renegade Kid have something up 
their sleeve for you! 

In order to build a game where 
difficulty is the gimmick, you need 
strong controls and design so it at 
least feels fair and possible. Mutant 
Mudds games have proven that their 
design and controls can produce 
some pretty amazing stuff, and 
Super Challenge takes all the 
toughest aspects of the previous 
titles and makes that the basis for 
early levels in the game. Then it gets 
tougher with each level and never 
lets up! 
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Spikes are everywhere. Enemies 
are everywhere. Secrets, too, are 
everywhere and are much more 
challenging to uncover. 

In previous installments you had 
to earn your power-ups with coins, 
but this go-round has them all avail- 
able to you from the start. The catch 
is you can only use one at a time, 
and the secret entrances and even 
the coins at times require you to 
have a specific power-up. | found the 
super jump to be a lifesaver and the 
best when hunting for secrets, while 
you really only need the power shot 
to break down destructible walls to 
gain access to secrets. The extra 
jetpack boost was useful just about 
everywhere as well, but was an 
absolute requirement in later levels. 

Hiding inside each level is a secret 
entrance to another hidden level - 
each with its own set of 100 coins to 
attain - and some of these entrances 
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appear deep into the regular level. 
Expect a lot of backtracking if you 
want to complete the game, as coins 
and entrances are well hidden! Other 
secrets include unlocking music by 
finding floating discs, and several 
crossover cameo characters can be 
found if you know where to look! 

One look at how many zeroes the 
death counter on your save file has 
and you'll get an idea of what you’re 
up against. Easily the best part of 
each level is the massive sigh of 
relief when you actually complete it. 
At times, | found it hard to breathe, 
as there are very few safe places to 
catch your breath. Checkpoints help, 
but often just lull you into a false 
sense of security before the level 
then hits you with a stretch requiring 
truly expert maneuvers. 

If you want the privilege of 
getting utterly destroyed by the five 
bosses the game has to offer, you'll 


need to collect every single coin and 
both medals in all 16 regular levels. 
Each boss battle is a puzzle - you'll 
have to decipher how exactly to 
damage each boss while surviving 
the litany of obstacles they'll throw 
at you. Gaining access to the fifth 
world of pain is accomplished after 
defeating four bosses - it’s where 
the developers pull out all the stops 
and just start gunning for you! If you 
manage to survive every world and 
their secret areas, all while grabbing 
every coin, then you can enter the 
last door and go after the last boss. 
But good luck with that! 

Mutant Mudds Super Challenge 
easily lives up to its name, so if 
you’re a super player and don’t mind 
an intense gauntlet of challenges, 
put your money where your mouth is 
and give it a go. Just know what 
you’ve signed up for! - BRETT 
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So... What's something you've been 
really into recently that you would 
recommend to people, and why? 
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WITH NINTENDO'S FIRST foray into mobile, one 
question has risen above all others regarding 
Miitomo: What is it? 

Is it agame? Is it a social network? Is it some- 
thing else? 

Well, it is something else, alright, but most of all, 
it feels like a cross between the first two. In true 
Nintendo style, you might say that they’ve done 
something here that they’re already well known for, 
and that’s turning something relatively mundane 
into a fun, game-like experience. 

The basic idea is that you either create or 
import a Mii (make sure you have sharing on if you 
try the latter!) into the app, where it will represent 
you to a group of people pooled from your Twitter 
followers, Facebook friends and even Google+, 
provided you have any connections there - not to 
mention possible acquaintances through those 
people, if you so choose. (You can also add people 
face-to-face - in fact, that’s even one of the My 
Nintendo missions!) And really, having friends 
across those social networks who are also playing 
the game is pretty much a must; while you might be 
able to do some things with Miitomo without those 
connections, you aren’t going to get nearly as much 
out of it. 

From there, you'll face questions of two kinds. 
The first are questions your Mii asks about you: 
what your favorite food is, what made you sad 
recently and other things like that. The other kind 
are questions about the people you've added to 
your friends list, wherein you more or less guess 
similar things: what their favorite food is, or which 
celebrity they might look like or have a crush on. If 
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to Be Mii! 


you don’t want to answer a particular question, you 
can skip it and come back to it later, or just ignore 
it altogether. 

Answers typically come in one of two ways as 
well. Your Mii will visit other Miis in their humble 
abodes (or vice versa), and they’ll exchange infor- 
mation, which you can then later prompt from your 
Mii. Alternatively, you can earn candies through 
various means (mostly as the consolation prize in 
Miitomo Drop; more on that in a moment), and 
trade those to pry information away from friends’ 
Miis. As the information spreads, friends will be 
able to like and leave comments or pictures on your 
answers, which you can respond to in kind. 

One other thing you can do is dress up and pose 
your Mii with a variety of expressions and text 
against numerous different backdrops, or even pick 
one of your own out from the photos stored on 
your smart device. Snap a "Miifoto," maybe add a 
caption if you like, and you can share images of 
your Mii (and maybe those of some friends) getting 
into all sorts of hijinks with those who follow you. 
Twitter was flooded with Miifotos in the first few 
days following Miitomo’s release, and while it 
seems the intensity has died down since, you can 
bet they’ll be a staple of social media for some time 
to come. 

That’s where the social network part more or 
less ends. Where the game part gets involved is in 
rewarding you for doing much of the above. You'll 
earn in-game coins from answering questions or 
leaving comments on the answers your friends 
have given (or sometimes even as "gifts" given to 
you by Nintendo for being friendly and stylish; i.e. 
changing your characters’ clothes a lot). You can 
also just buy coins if you really want to, but never 
fear - the process is anything but intrusive. | practi- 
cally had to hunt for it just to find the menu where 
you can spend real-world money! 


You can spend your freely given in-game coins 
to purchase new outfits (similar to Tomodachi Life, 
new outfits, clothing and accessories arrive daily, 
along with a regular selection). Unfortunately, 
wearable items are the only point of customization 
included so far - there’s nothing to get for decorat- 
ing your Mii’s room, but hopefully that will come in 
a future update. 

You can also spend coins to purchase plays of 
the game-within-a-game, Miitomo Drop. It’s an 
elaborate Plinko-like game in which a Mii is 
dropped down an obstacle-packed game board with 
his/her head bouncing around like a pinball, all in 
hopes of ultimately landing on a spot holding one 
of the many prizes themed to that board. It’s a 
game of luck much more than skill, and if you fail 
to earn a new piece of clothing, you'll end up being 
given some of the aforementioned candy instead. 

On top of all that, playing Miitomo also feeds 
into My Nintendo, as your in-game actions like 
changing your clothes at least once a day, listening 
to your friends’ answers and continuing to give new 
answers of your own all earn you Miitomo-labeled 
Platinum Points, which function the same as 
normal Platinum Points on the My Nintendo 
website. (More on that on Page 31.) 

In the early going, Nintendo throws enough 
rewards and new stuff at you to keep you glued to 
the game for a while, so you shouldn’t have much 
difficulty getting an early outfit or reward. That 
said, things do tend to even out a bit after that 
initial burst. The result seems to be that the longer 
you're playing for and the more friends you have, 
the shorter your play sessions are likely to be 
(short of answering your own 
seemingly endless well of 
personal questions). 

That’s okay, though, 
because after that 
initial burst, it works 
well as a game you can 
just pick up and poke at 
as desired to kill just a 
bit of time. - DAVID 
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Picross 


The New Club’s First Freebie 


AND HERE WE have another new approach to Picross pricing: 
free! A couple of months ago we assessed the new free-to-play 
Pokemon Picross, which let you have four hours or so of pro-bono 
puzzling action before you'd hit a wall and need to plunk down 
real cash to continue. But there’s no such paywall lurking within 
My Nintendo Picross: The Legend of Zelda: Twilight Princess, as 
this game’s been offered up entirely for free. (Well, sort of. You do 
have to spend 1,000 Platinum Points on the new My Nintendo site 
to be able to download it, but you can earn those without having 
to spend any actual money. So, yes, it’s basically free.) 

The same puzzle masters at Jupiter who made Pokemon 
Picross (and tons of other past Picross games) are at work here, 
and all of the modern amenities developed through their years of 
work making this style of game are here. You get to choose either 
touchscreen or button controls, both of which work wonderfully. 
You get the great, color-coded highlight hints on clue numbers to 
keep your puzzling flowing along smoothly. You get two lines 
revealed at the start of each puzzle (only if you want them), and 
three different styles of Picross puzzle to solve. 

The first style is just called "Picross," and it presents a few 
dozen traditional puzzles in 10x10 or 15x15 grids. You use the clue 
numbers on the top and left edges of the playing field to discern 
where tiles on the puzzle should be filled in and where they 
should be left blank, and completing the whole grid reveals an 
item, character or some other bit of pixelated imagery drawn out 
of the world of Twilight Princess. 

"Mega Picross" is similar, but adds in the additional rule that 
some row or column clues will be huge Mega numbers - this style 
of puzzle still confuses me a bit, but its appeal is growing on me. 

Lastly, there’s "Micross." In it, each individual puzzle you solve 
doesn’t reward you with a picture - rather, you unlock just a little 
piece of a larger image that’s built out of a couple dozen puzzles 
all arranged together in a giant grid. It took me about an hour 
and a half to unveil the entire scene. Not too bad a running time 
for just one third of a free game download! 

The Twilight Princess theme layered across the whole thing is 
nice, but inconsequential - Picross can really work 
with any window dressing applied. So we should 
expect to see more My Nintendo Picross games 
in the future, with different themes! - LUCAS 
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Returns Returns Once More 
DONKEY KONG COUNTRY RETURNS 


PM LOSING MY patience with difficult 
games. Maybe it’s because I’m getting old 
(no maybe about that), but any time I’m 
playing an especially challenging game 
these days, and any time | inevitably fail to 
perform up to its expected standard, and 
any time that failure then results in me 
being tossed backward to the beginning of 
the stage I’ve just tried unsuccessfully to 
complete, my thumb finds itself heading 
toward the Home Button to turn the game 
off much more frequently than whatever 
"retry" prompt is presented to me on- 
screen. I’m losing my patience - or maybe 
my need to prove to myself that | can 
accomplish feats of gaming greatness that 
no one else is around to observe. 

That grand existential quandary has 
been brought to me by my return to the 
world of Donkey Kong Country Returns, a 
game that | guarantee is difficult enough to 
make you question aspects of your life and 
sanity as well. This is the second time I’ve 
gone back to this game for the purpose of 
assessing its continuing value for readers 
of NF Magazine. The first was back in our 
Issue #3, when its 3D 3DS re-release was 
our cover game. At the time, | praised its 
new stereoscopic visuals and was relieved 
by the tweaks the porting team at Monster 
Games had done to lessen the brutality of 
the 2010 Wii original - there were new 
items to help you endure crashes in mine 
cart levels and extra health given to you to 
be able to survive enemy encounters. 

But this Wii U re-release? It doesn’t have 
those 2013 upgrades. It’s the 2010 original 
again, meaning its debut day difficulty has 
been frighteningly, maddeningly restored. 
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One reason Returns 
is So tough is because it 
is often so beautiful. The 
developers at Retro Studios 
filled this game with breathtaking scenes, 
many of which involve lots of fast action 
that must play out at a specific pace, or 
else the illusion of being in the middle of a 
truly cinematic moment would be broken. 
There are lots of mine cart and rocket 
barrel levels that play out as auto-scrollers 
forcing you to dodge incoming enemies 
and obstacles at exactly the right pace, and 
beyond those there are several on-foot 
stages that take place across crumbling 
platforms, so you again have to always be 
on the move. You'll often get several 
minutes deep into these sequences and 
then hit a wall - literally - and be flung 
back to try it all again from the start. On 
occasion you'll come across a checkpoint 
to serve as a closer restarting position, but 
there seems to be too few of these. 

If I've focused too much attention on 
the challenge factor of the game here, my 
apologies - but I do so out of concern for 
another factor at play, which is that this 
game is currently a $115 investment to 
own. It was released as a My Nintendo 
bonus priced at 230 Gold Coins to get, and 
you could only amass that many Gold Coins 
by spending at least $115 on other eShop 
games for 3DS or Wii U. Price is rarely a 
good factor to consider in a review, and 
perhaps this game will be put on sale as a 
normal non-prize eShop purchase after it’s 
had its run as a My Nintendo incentive - 
but I’d hate for anyone out there to build 
up so much Gold to be able to earn this 
download and then be blindsided by the 
fact that it’s such a difficult adventure. 

Then again, maybe that’s just my age 
talking. - LUCAS 
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Back on the Small Screens 


IF YOU’RE EXPERIENCING a bit of déjà vu 
here, don’t be alarmed - it was exactly one year 
ago when we last reviewed WarioWare: Touched! 
here in the Download section (and I’ve even kept 
the screenshot the same, just to disorient you 
further, | suppose). At the time, the game was 
re-released as one of the first DS titles to come 
to the Wii U’s Virtual Console. Now, it’s back for 
another encore, but this time it’s been made 
available as a My Nintendo reward, priced at 
1,000 Platinum Points and downloadable not to 
your Wii U, but your 3DS instead. 

That in itself is novel, as it’s serving as the 
first example of a DS retail game being offered 
up as a 3DS digital download. Could we see more 
of them in the future? 

That speculative discussion aside, the game 
of WarioWare: Touched! remains as spectacular 
as ever. This was one of the earliest releases for 
Nintendo’s DS, and helped pioneer touchscreen 
usage for the company. Every different way you 
can think of to interact with a screen and stylus 
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My NINTENDO’s DIGITAL GOODS 


eShop fans, rejoice! Nintendo’s supporting your addiction to downloads. 


AT LONG LAST, My Nintendo has launched! The all-new 
customer appreciation site and official replacement for the 
closed Club Nintendo is now open for business... and 
there’s a reason we’re reporting that in Download instead 
of News: It’s an all-digital affair! 

Gone are the physical rewards of Club Nintendo’s past. 
The T-shirts, the carrying cases. The little notebooks with 
pictures of Bowser on them. All cast aside in favor of a fully 
downloadable set of reward options that will certainly save 
Nintendo a ton of cash on shipping costs. (And | should 
know; I write the checks to pay for postage on thousands of 
magazines every two months.) It’s a shame that we'll no 
longer get to be rewarded for our loyalty to Nintendo with 
cool, tangible collectibles, but if My Nintendo remains as 
generous over the long run as it has been here at its 
launch, then | for one will be happy with this new era. 

The only thing I’m unhappy about? My Nintendo’s cur- 
rencies are confusing. 

There are two types of coin-shaped Points you can save 
up on the My Nintendo website: Gold Points and Platinum 
Points. But then Platinum Points are further subdivided 
into Regular Platinum Points and Miitomo Platinum Points 
- they function the same, but they’re earned differently. 

Miitomo Platinum Points are earned by interacting with 
the Miitomo app - answering at least three questions a day, 
listening to at least 10 of your friends’ answers a day and 


was leveraged here, with minigames 

built around all of them. Tapping the screen, 
rubbing the screen, slashing the screen, scrib- 
bling and tracing and swirling the stylus around 
in circles... it’s all here, and all dressed up with 
the most ridiculously comical scenarios that play 
out over the space of five seconds apiece. It’s 
perfectly paced, giving you just enough time to 
assess each situation that’s presented to you 
and react with the appropriate stylus maneuver. 
It’s tense, but not frustratingly so. It’s always 
fun. 

And it’s even more fun to be playing it for 
free! We gave you all a solid thumbs-up toward 
the idea of paying to own this game on Wii Ua 
year ago, but there’s absolutely no reason what- 
soever why you shouldn’t own it now on 3DS for 
the price of $0.00. Saving up 1,000 Platinum 
Points is not that painful a task, as | was able to 
amass that amount after just a few weeks of 
Miitomo usage and signing into the eShop and 
Miiverse a few times - and that was after I'd 
already spent my first 1,000 Platinum Points to 
download the Twilight Princess Picross game. If 
My Nintendo’s going to keep being this 
generous, l'Il use it every day! - LUCAS 


changing your Mii’s clothes once a day all score you Points. 

Regular Platinum Points are earned by doing things like 
signing into Miiverse or the eShops on Wii U or 3DS at least 
once a week. 

And finally, Gold Points are earned when you spend real 
money in the eShops, buying the digital versions of games. 
There’s no longer any reward for buying the physical copies 
of Nintendo's titles - the company seems to be encouraging 
more fans to shift to downloading new releases to give the 
direct sale to Nintendo, instead of going through a brick- 
and-mortar intermediary or online shop like Amazon. 

If you wrap your mind around the different kinds of 
Points and save up enough of them, you can exchange 
them for full game downloads, 3DS menu themes, discount 
coupons to be applied toward the purchase of larger games 
or novelties like new outfits for your Mii to wear in Miitomo. 
At launch, My Nintendo offered up three exclusive games 
never before made available for direct purchase in the 
eShops - the three games you see reviewed on this two- 
page spread. They weren't the only options, though, as they 
were supplemented by several others like Metroid Fusion, 
Super Mario 64 and Super Mario Land 2. The selection will 
rotate every few months, and it appears that there’s no 
rhyme or reason dictating whether a reward will require 
Platinum Points or Gold Points to be redeemed to get it. So 
I guess you'd better save up both! - LUCAS 
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The Definitive Version 
RESIDENT EVIL4: Wii EDITION 


ODDS ARE YOU'VE played Resident Evil 4 at some point in your life. If you 
didn’t experience it at launch on the GameCube, you likely caught it on the PS2, 
PC, Wii, iOS, PS3 or Xbox 360. It seems like every single year there’s a new 
Resident Evil 4 version coming out, each with its own set of small tweaks that 
differentiates it from the others. But one port stands out among them all with 
fans - the Wii Edition, which supports IR shooting better than most first-party 
Nintendo games. Now you can re-experience that definitive version of Leon’s 
battle with the deadly Las Plagas infestation all over again on Wii U. 

Resident Evil 4 was the game that really started pushing the series into a 
more action-oriented direction, though it never really went as overboard as 
later titles. There’s a give and take with that ideology, because while the game 
does maintain a good sense of the survival horror that the previous iterations 
had in spades (especially in the early zones where your arsenal and skillset is 
limited), it does have a few half-measures. 

Most notably, it was one of the first big games (though not the first) to 
feature QTEs (Quick Time Events), which feel just as ridiculous now as they did 
back then. While gunplay is generally fine (especially if you opt for precision IR 
aiming), the melee system feels very clunky, serving as a beta of sorts for 
Resident Evil 5’s much smoother gameplay. The jerkiness of some of the anima- 
tions is even more apparent today, especially when replaying this SD edition. 

That said, the game’s environments, scenarios and enemies are to die for. It 
features some of the best boss fights in the history of the series, and the new 
action-oriented systems facilitate those fights better than any Resident Evil 
game before it. The idea of a wandering merchant who sells you meaningful 
items and upgrades encourages building up your wealth, and there are more 
secret nooks and crannies stuffed with useful items than you can shake a stick 
at. More than any other entry before it, Resident Evil 4 encourages exploration. 

Absolutely hate motion controls, or lost your Wii Remote (or both)? That’s 
fine, because you can opt for the classic control scheme. But it must be said, 
though, that if you’re going this route, you may as well pick up a newly minted 
version with the updated 2011 HD visuals, because this Wii U release still sports 
the same standard-def style as it did back in 2007 when it came out on the Wii. 
It’s a shame that Capcom didn’t opt to rework its own version of the game on 
Wii U to take advantage of GamePad-centric mechanics like inventory manage- 
ment or touch up the graphics. All you're getting is a straight Wii port, with all 
of the baggage that comes along with it - but also all the extras, including 
Ada’s "Separate Ways" campaign. 

Again, if you’ve seen this all before, you can probably skip out. But for those 
of you who haven't played it yet and don’t care about visuals, 
sidle up to a Wii Remote and blast some mutants, monsters 
and zombie-like Ganados! - CHRIS 
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A True Hidden Treasure 


ZACK & WIKI: QUEST FOR BARBAROS’ TREASURE 


CAPCOM RELEASED THIS game a year after the launch of the Wii, and it 
truly was a beast of its own. Set in a fantastical world full of pirates, the 
aspiring pirate Zack and his helicopter-tailed monkey pal Wiki stumble upon 
the skull of an undead pirate and an epic puzzle adventure ensues. That skull 
belongs to Barbaros, a legendary pirate who tells tales of a treasure island 
filled with riches. If Zack and Wiki and their new pals, the Sea Rabbits, manage 
to assemble his skeleton, he'll lead them to the island. Unfortunately for Zack, 
a rogue band of pirates named the Rose Rock Pirates - led by the infamous 
Captain Rose - also catch wind of the plot and aim to meddle. 

The game employs various locales in the effort to uncover Barbaros’ parts, 
including jungles, frozen ruins, volcanoes and more. Each is beautiful, with 
plenty of hidden things to uncover and surprises to unearth. The game plays a 
lot like the point-and-click adventures of yore, and really felt like a bridge to 
bring that genre to a modern era. Levels essentially present one puzzle with 
several components, and each one can take upwards of an hour or more to 
solve. When trying to figure out the puzzles, you may accidentally stumble 
upon a lot of bonuses, and even some fun minigames, due to this complexity. 

The first few levels start you out pretty slow, but then it seems the floor 
drops out. It’s good to have challenge in an action/puzzle game, but there are 
times in this game where you might get easily frustrated because of how exact 
you have to be when executing a solution, or how unintuitive a solution might 
be. Somewhat wonky controls can lead to a lot of unfair deaths as well, but the 
reward for figuring each puzzle out is worth it all. You'll come across boss 
fights after some levels, too, and these are easily the best part of the game, as 
new intensity and cleverness is added to the formula. 

The game actually can’t be completed in its first playthrough, as upgrades 
and other after-the-credits aspects lead to new paths being opened up after it 
seems like the story’s done. Some of the ways to complete the bonuses are 
contrived, but others are genuinely rewarding. What is about a 15-hour adven- 
ture at first can become much longer for completionists. 

In 2007, the stage was set for this amazing new IP from Capcom to blow the 
lid off the Wii. However, the lack of hype meant the game went largely unno- 
ticed. When found, it was praised for its originality, interesting story and 
gameplay, stunning visuals and its length. It was equally criticized for its sur- 
prising difficulty, confusing controls and frustrating backtracking post-death. 
All of this translates to the Wii U version, adding Off-TV Play that is largely a 
useless feature due to the fact that you need to do a lot of different things with 
the Wii Remote. While I’d definitely recommend the game to any newcomers, as 
it’s a blast and certainly one of the best hidden gems of the early Wii days, the 
most baffling puzzle of all is its asking price of $19.99. Unless 
you’re really excited for this one (and I hope you are), you 
might want to wait for a sale! - BRETT 
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INHALE SOME 


AMIIBO 


We gave you a look at the all-new 
Kirby, Meta Knight and Waddle 
Dee amiibo figures back on Page 
11, along with revealing their 
functions when scanned into 
Planet Robobot - Kirby gives you 
the UFO power, Meta Knight 
grants a special variant on the 
Sword power, etc. Flip back if you 
missed that. But what’s even 
more interesting than the 
prospect of scanning the new 
Kirby series amiibo is the promise 
that Nintendo made about all of 
the company’s past figures also 
being compatible with the game! 
Tapping amiibo from the Super 
Smash Bros. line, for example, will 
grant you a Copy Ability similar to 
the attacks wielded by that hero 
in Smash - so Mario will give you 
the Fire power, and Link will 
activate Sword. My question is, 
how far will they run with this? 
Surely not every past amiibo will 
be supported, but it’s fun to think 
about the possibilites. Tapping 
Pit, for instance, should transform 
Kirby into his Cupid form (or 
maybe just Archer). Tapping 
Sheik? That should trigger the 
Ninja power. Little Mac? Got to 
activate Fighter Kirby, don’t you 
think? And then there’s our 
psychic Mother/EarthBound 
series heroes, Lucas and Ness. No 
doubt about it that the new ESP 
power will come from them! 


PUBLISHER: NINTENDO 
DEVELOPER: HALLABORATORY 
RELEASE: APRIL 28, 2016 JAPAN); JUNE 10, 
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PREVIEWS 


KIRBY: PLANET ROBOBOT 


The puffball’s back, ready to suit up and kick some ’bot. 


WE'VE REACHED THAT point in the 
3DS system’s life cycle when Nintendo’s 
going back to its earliest games for the 
platform, reusing the same engines that 
were made for them and creating new 
sequels so that they don’t have to start 
from scratch in development. This era 
was heralded last year by Majora’s Mask 
3D building on the framework made for 
2011's Ocarina of Time 3D. It continued 
a few months ago as Fire Emblem Fates 
stood on the shoulders of Fire Emblem: 
Awakening, from 2013. And now, calling 
back to the 2014 adventure Kirby: Triple 
Deluxe, it’s a familiar-looking and yet 
altogether new quest for the Pink 
Puffball. It’s Kirby: Planet Robobot. 

As in Triple Deluxe, Planet Robobot 
features 2D sidescrolling environments 
to explore - but split into separate fore- 
ground and background planes to 
leverage the extra sense of depth 
afforded by the 3DS’ stereoscopic 
visuals. Unlike Triple Deluxe, it seems 
that Planet Robobot is pushing this 
aspect of environment design even 
further, as you'll sometimes ride a 3D 
Warp Star into a parallel plane and then 
discover there’s another plane beyond 
that one that you can also hop over to 
explore. And bolder still are new 
moments when Kirby will shift the 
entire layout of the landscape around 
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him by twisting cranks or spinning 
gears, causing whole chunks of land 
mass to spin, twist or zoom into or out 
of the background. 

Those moments seem to occur only 
when Kirby’s piloting the true star and 
major new innovation of this adventure 
- the gloriously cuddly Robobot Armor. 
(Wait, can a mech suit be cuddly? You 
tell me! Look at its huggable rotundness 
above!) 

Kirby captures the rideable robot 
from the new army of mechanical 
invaders who have descended upon the 
planet Pop Star and transformed it into 
a technological terrorscape. When he 
ousts its driver and hops into the pilot’s 
seat for himself, the armor instantly 
takes on Kirby’s characteristic color — 
and also gains his legendary ability to 
copy the powers of his enemies. Yes, 
the mech would have been cool enough 
just as a pink robo ride, but it has tons 
of variations beyond that standard look! 

The Armor’s Sword ability trans- 
forms both of its arms into gigantic, 
slicing blades. Its Cutter form lets Kirby 
launch huge, rotating gears to spin 
through foes. Its Bomb transformation 
equips it with an entire army of mini 
bomb bots, who will happily leap out 
from storage inside the suit, trundle 
forward and self-destruct on contact 


with any enemy or obstacle! (It’s got to 
be my favorite so far.) 

Not all of the Robobot Armor’s mode 
changes maintain its bipedal locomo- 
tion, though - a more drastic shift is its 
Jet Mode, which lets you basically play 
the game as a scrolling shooter for a 
while, watching Kirby soar through the 
sky like he found the keys to the Vic 
Viper. 

All of these new and different abili- 
ties will be needed if Kirby’s going to be 
successful at reclaiming his homeland 
and restoring it back to its natural state 
- which won't be easy, since it seems 
like every single one of his recurring 
enemies from past titles has been given 
new and better powers to be able to 
thwart our hero. Planet Robobot might 
be built on the back of Triple Deluxe, 
but it seems like there’s going to be 
very little direct asset recycling here - 
even the lowliest Waddle Dees have 
been given new looks thanks to the 
influence of the engineering-inclined 
invaders. 

E3 is fast approaching in the middle 
of June, and Nintendo, knowing that 
this game is going to be a winner, has 
positioned it to launch just a few days 
before the start of the show. Try not to 
get so enchanted by its cuddly mech 
that you miss the Expo! - LUCAS 


KIRBY 3D RUMBLE 


The core game of Planet Robobot is a 2D sidescrolling adventure as 
most Kirby games have always been, but it seems that the developers 
at HAL Laboratory are testing the waters with a new perspective for 
our spherical hero! Kirby 3D Rumble is an extra game mode included in 
the Robobot package, and in it we get to control Kirby in an all-new 
way: three-dimensionally! Movement is free in all directions, the 
camera can be tilted and turned and arrow indicators point the direc- 
tion you'll spit when you’ve got something in Kirby’s mouth. Nifty! 


ews 


TEAM KIRBY CLASH 


Joining Kirby 3D Rumble as an extra side game bundled with Planet 
Robobot is Team Kirby Clash, a multiplayer arena battler that gives you 
and up to three friends the chance to face off against increasingly 
more difficult boss enemies. Triple Deluxe had a similar mode called 
Kirby Fighters, but that one was competitive — here, the goal is to work 
together, with each player taking on one of four vital roles (Beam 
Mage, Sword Hero, Hammer Lord or Doctor Healmore). It even includes 
an experience point system, so you can level up your Kirby! 
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The spotlight in Planet Robobot shines most brightly on the titular 
Robobot Armor suit and its many different transformations, but even 
when he’s not piloting the mech, Kirby’s still going to be able to 
surprise longtime fans by donning another new set of hats. Doctor 
Kirby we showed you in our last issue; two more joining that new guise 
will be Poison, which equips our hero with the power of toxic sludge to 
befoul his foes, and ESP, which has him toss on a baseball cap and 
channel his inner psychic abilities. (It makes him Ness/Lucas, basically.) 


TOKYO MIRAGE 
SESSIONS #FE 


A very Japanese adventure awaits you. 


IN A PREVIOUS preview, | discussed the ins and outs of Tokyo 
Mirage Sessions #FE - the now-localized name of Genei Ibun Roku 
#FE. But besides that new clever reference to Shin Megami Tensei 
(TMS reversed is SMT), how much else has been changed in this 
game's translation into English? 

From what we've seen of the localized version so far, the 
majority of the Japanese experience seems to be intact - except 
for some clothing alterations and other regional tweaks, which, of 
course, have a small number of fans getting angry across Internet 
forums already. (That’s going to be a reality with any localization 
for a while, it seems.) But a few altered wardrobe options aren’t 
going to Westernize this game - TMS #FE will still be a very 
Japanese experience. And when | say very Japanese, | mean 
REALLY very Japanese. 

All of the original Japanese voices are still in place, for 
example - no English voice actors were hired to dub over the 
dialogue in this one. You could assume that was a way to save 
money, but the Japanese language - and J-Pop songs in particular 
- are so ingrained into this game world that doing anything other 
than leaving them intact as-is could have destroyed the atmo- 
sphere of the game. | can’t imagine how songs like FEEL or Smile 
Smile would sound in English, because the original tracks are too 
embedded in my mind. 

What’s more, the game is filled with typical Japanese locations 
- which the English localization team isn’t trying to obscure 
either, since they’ve made "Tokyo" the first word in the new name. 
It’s encouraging that fans in the West will be getting an experi- 
ence so close to what Japanese players got last year! 

Tokyo Mirage Sessions #FE will go on sale in both Europe and 
North America on June 24. Put down your pre-orders now if a dis- 
tinctly Japanese adventure sounds exciting to you! - DAAN 
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LEGO STAR WARS: 
THE FORCE AWAKENS 


Keeping you traveling to that galaxy far, far away. 


OK, WHO ELSE out there picked up a 
copy of Star Wars: The Force Awakens on 
Blu-ray and DVD back on April 5? You can 
be sure that I did, as I was especially 
excited to jump back into the world of 
Episode VII for my second viewing. 

Yes, to my shame, I only managed to 
see it once on the big screen. l'Il do 
better with the next Star Wars film, | 
promise! And | won't even have to wait 
very long, either, since the new Rogue 
One: A Star Wars Story spin-off movie is 
opening in theaters later this year. 

And then Episode VIII will be coming 
the year after that. 

And | think the spin-off focused on the 
young Han Solo is the year after that? 

Truly, we are living now at the dawn of 
a new renaissance for the Star Wars 
brand, one that will keep us traveling to 
that galaxy far, far away every year from 
now until the Death Star itself appears in 
Earth’s orbit. 

Perhaps there will come a time, years 
from now, when Disney’s annualizing of 
the franchise grows tiresome. But for the 
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moment, I’m nothing but thrilled - and 
incredibly excited to jump into the action 
of LEGO Star Wars: The Force Awakens 
this June! 

Since we last checked in with the 
game in our last issue, we’ve gotten 
some new Clarification on one of the 
game’s key innovations: Multi-Builds. At 
first we thought Multi-Build moments 
would be mostly mundane, allowing you 
to construct simple pathways or bridges 
and then tear those structures down to 
use their same bricks over again. But 
instead, it seems these moments will be 
introducing replayability through the 
power of choice. Faced with an obstacle 
like, say, an impassably large group of 
Stormtroopers in your path, a Multi-Build 
moment could allow you to choose to 
either construct a tunneling robot to dig 
underneath their blockade, or else some- 
thing whimsical like a popcorn machine 
to distract them and make them leave 
their station. 

It’s the promise of upgrades to the old 
LEGO game formula like that that has me 
really excited. And there’s not much 
longer to wait! l'II just rewatch the movie 
again until June 28 arrives. - LUCAS 


DRAGON QUEST VIII: 


JOURNEY OF THE Yearning for Yangus. 
CURSED KING 


THE PAST FEW years have been har- 
rowing for Dragon Quest fans here in the 
West. While Square Enix has put out a 
steady stream of Dragon Quest remakes 
and re-releases for the 3DS in Japan, the 
RPG giant has been unusually silent 
about the series outside of its homeland, 
leading many to fear it had all but given 
up on bringing one of its most illustrious 
franchises to other territories. 

Fortunately, any lingering concerns 
about Dragon Quest’s future were laid to 
rest last November, when Nintendo at 
last announced that the 3DS versions of 
Dragon Quests VII and VIII will finally see 
a Western release in the latter half of 
2016. 

While Dragon Quest VIII may not have 
received as dramatic a makeover in its 
move to 3DS as VII, its announcement is 
just as exciting. Originally developed for 
the PlayStation 2, the game marked a 
radical departure from previous Dragon 
Quest games, eschewing the quaint, 
sprite-based visuals the series had been 
utilizing since its inception for a fully 
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realized 3D world. In terms of gameplay, 
Dragon Quest VIII was a classic Dragon 
Quest game through and through, 
placing players in the role of a nameless 
hero as he accompanied King Trode and 
Princess Medea - transformed by the 
sinister jester Dhoulmagus into a troll 
and horse, respectively - on a traditional 
role-playing adventure to restore their 
true forms. But the stunning new visuals 
brought their journey to life like never 
before, and instantly cemented the 
game’s status as a classic. 

Of course, while the 3DS version of 
Dragon Quest VIII will be a faithful recre- 
ation of the original title, it’ll also include 
a handful of new features. Perhaps the 
most welcome is the removal of random 
encounters - this time, monsters will be 
seen roaming around the overworld, 
giving players a chance to avoid any 
unwanted battles. There will also be new 
content to discover, including new 
dungeons, an alternate ending and new 
story scenarios, so even Dragon Quest 
veterans have an incentive to experience 
the title again. 

No final release date has been set yet, 
but the game is already one of the 3DS’ 
most anticipated releases! - KEVIN K. 


7TH DRAGON III 
CODE: VFD In English! 


GAMERS WILL BE the saviors of the world. 

So claims 7th Dragon III Code: VFD, at least. In this video game, 
the heroes are employees of a video game company. (Meta, | 
know.) This particular game company has transcended mere 
entertainment, though, and somehow developed time-travel tech- 
nology! 

It’s like if the developers of Chrono Trigger had accidentally 
built a real, functioning Epoch sometime halfway through beta 
testing. 

However it happened, it’s a good thing it did, because the 
world has come under attack from a race of horrifying dragons in 
the year 2100 - and it’s up to the hero of this tale to team up with 
the time-traveling game devs and venture to three different eras 
of history in order to sabotage the dragons’ powers before that 
darkest of future timelines has a chance to play itself out. 

Dragons, time travel and general JRPG gameplay are all exactly 
on my most-wanted list for features to include in a game | want to 
play, which is why I was taken aback to learn that I’ve been 
missing out on this series for seven years now! This game, 7th 
Dragon III Code: VFD, is being localized for Western release by 
Sega, thankfully — but it’s actually the final sequel in a saga of 
games that began with the first 7th Dragon on DS in 2009... but 
only in Japan. 

Better late than never, | suppose, but like Nintendo’s decision 
to start localizing Fire Emblem games after half a dozen had 
already been released in Japan, it makes me wonder what I’m 
missing from having not played the earlier releases! After just a 
minor bit of search engine digging, though, it’s clear that the 
stalwart fan translation community has already addressed the 
problem, as an English patch is available for that first 7th Dragon. 

Huh... maybe gamers are the saviors of the world! - LUCAS 
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RHYTHM HEAVEN 


MEGAMIX 


Localization confirmation! 


IT’S TIME TO scream out of pure joy! If you’re a huge fan of the 
Rhythm Heaven series and its many musical minigames, then you 
are in for a treat with this latest entry. Rhythm Heaven Megamix 
(or Rhythm Paradise Megamix, if you live in Europe), features 100 
rhythm games in a single package! 

As the "Megamix" part of the title implies, these minigames 
aren't all exactly new - 70 of them are being brought to the 
Nintendo 3DS from the previous entries in the series. If you loved 
games like Wrestler Interview or Lockstep, they’re here - with 
improved button controls for the Nintendo DS games. There are 
even games included from the original GBA release, Rhythm 
Tengoku, which never saw an international release. (But did get a 
fan translation. We established that back in the Inbox.) 

Supporting the 70 best-of hits from past games are 30 all-new 
minigames - with ten new remixes stealing the show. The signa- 
ture Rhythm Heaven goofiness is in full force; there are games 
where you try to communicate with aliens, or chop wood as a 
bulky wolf man. I’ve been playing the Japanese version and 
having a blast - it makes me wish for even more new games to 
play! 

But the biggest feature, in my book, is the incredible multi- 
player mode called the Challenge Train. Here you can play with up 
to three friends and duke it out across an array of different games 
- it’s the biggest test of rhythm skill the series has ever offered! 
(It calls to mind memories of the arcade version, which was one of 
the best things in the universe ever.) Even better? You only need 
one copy to enjoy these features. Rhythm Heaven doesn’t get 
better than this! - DAAN 


PUBLISHER/DEVELOPER: NINTENDO 
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DISNEY ART ACADEMY 


Do you wanna draw a snowman? 


THE ART ACADEMY series sure has 
come a long way! Less than seven years 
ago, it debuted as just a tiny set of art 
tutorials in Art Academy: First Semester, 
a DSiWare download. But it caught fire in 
that first portable eShop for Nintendo, 
earned its way onto retail shelves, then 
scored several sequels including the 
incredibly high profile Pokemon Art 
Academy in 2014. So how do you keep 
your series climbing even higher, after 
you’ve already worked with Pikachu? You 
strike a deal with Mickey Mouse! 

Disney Art Academy explains every- 
thing about itself in its title - it is, obvi- 
ously, a new sequel in this thriving 
instructional series that brings the char- 
acters and worlds of Disney and Pixar 
into its studio. Previously, Art Academy 
games have taught you proper drawing 
and painting techniques by tasking you 
to illustrate still life scenes of fruit, or 
the most dynamic pose of a Pidgey you 
could imagine. Now, you'll be asked to 
sketch Buzz Lightyear and Donald Duck. 
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And yet, that’s no guarantee that this 
installment in the ongoing Art Academy 
series is going to be worthwhile. Yes, the 
Disney license is a coup for sure, but the 
way the developers at Headstrong Games 
approached Pokémon Art Academy two 
years ago left a lot to be desired. In his 
review (that appeared in our Issue #11), 
Mark lamented that the game didn’t try 
to "faithfully recreate the feeling of real- 
istic painting," which came as a shock, 
because earlier Academy games had 
done just that. Instead, said Mark, it was 
"more like a training course for a digital 
art program, such as Photoshop." Along 
with other disappointing elements of its 
design, that approach earned the game 
only a 6.0 rating, in Mark’s view. 

So it seems that, though the Art 
Academy series has enjoyed success in 
these seven years, it may be in jeopardy 
of losing its original identity now. Will 
this new Disney-branded sequel return to 
presenting true instruction that aspiring 
artists can apply on a real-world canvas? 
Or will it simply be a set of trace-over 
images of Goofy and Pluto - an Academy 
in name only? We'll see soon! - LUCAS 


MONSTER HUNTER GENE 


Master the art ofthe hunt. 


STYLE HAS ALWAYS been a promi- 
nent element of the Monster Hunter 
series. Crafting new gear, which buffs 
characters, is one of the main reasons 
for combating the challenging crea- 
tures in the franchise. 

But style has a whole new meaning 
in Monster Hunter Generations, 
coming out later this year exclusively 
on Nintendo 3DS. This new handheld 
entry in the action/RPG series lets you 
pick out a hunting style: Guild, Aerial, 
Adept or Striker. So not only are there 
14 weapons to choose from - like my 
favorite and standby, the Dual Blades 
— but now there’s more variety in 
toppling a Rathalos or Tetsucabra. 

Guild serves as the vanilla flavor of 
the hunter styles. It’s similar to how 
combat feels in Monster Hunter 4 
Ultimate, so veterans will feel at home 
with its setup. Guild style might also 
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be a good starting point for newcom- 
ers - they can learn the basics of the 
series and focus on learning the ani- 
mation system in the game. But either 
way, this will probably end up the best 
all-around solution for players, similar 
to choosing Mario or Luigi in Mario 
Kart games. 

Meanwhile, Aerial style shakes up 
the foundation in one cool way: 
jumping. That’s right, this style lets 
hunters do a small hop while wielding 
any weapon (not just the Insect Staff). 
And if the vertical is linked with a 
monster or other hunter, then some 
sweet jumping attacks become avail- 
able! (Or hey, mounting is effective 
too.) Either way, the Aerial style brings 
new ways - and angles - for taking on 
the fearsome beasts in the series. 

For you more patient and tactical 
folks, Adept style might be the right 
choice. This option is all about 
counter-moves and perfect timing. 
Depending on your hunter’s weapon, 


ONE PRINCELY GUEST STAR 


Years ago, Marth’s debut game was deemed unworthy of translation 
for English-speaking markets. Now, he’s become so popular that he’s 
an extra selling point for non-Fire Emblem games! What a world. 


you can perform an insta-block or 
insta-evade. These moves offer 
openings to follow-up attacks or quick 
dodges. But to execute, knowing a 
monster’s various moves and assaults 
is a must. 

Last but not least is the Striker 
style, which is tied heavily to hunter 
arts. This style lets you equip three 
arts, and there are 10 general arts 
plus three specific ones for each 
weapon. Capcom highlights the possi- 
bilities with the Gunlance, for 
example, as the blast dash lets you 
propel forward toward a beast to deal 
considerable damage. The move looks 
pretty over-the-top for the Monster 
Hunter series, but as someone who 
loves going on the offensive, this style 
excites me - | want to see what I can 
pull off with it and the Dual Blades. 

Capcom isn’t stopping with just 
adding styles in Monster Hunter 
Generations either. There’s Prowler 
Mode, for instance. This means people 
can finally play as Felynes, the lovable 
and sometimes annoying cats in the 


PREVIEWS 


RATIONS 


franchise. There are new monsters, 
such as Glavenus of the Fated Four 
and Malfestio, a huge owl-looking 
creature that would look right at home 
in a Studio Ghibli film. And there are 
obviously fresh locales in which to find 
the challenging beasts. 

Now this isn’t new to the series, but 
that doesn’t mean it’s not important: 
Four-player online co-op is returning 
with Monster Hunter Generations. The 
previous handheld entry offered up 
possibly the best co-op on the 3DS - 
there’s nothing quite like slaying a 
Khezu with friends or random strang- 
ers met over the Internet. 

To possibly push Nintendo fans 
over the edge, Capcom is also promis- 
ing more crossover content. In other 
words, Fire Emblem and Mega Man 
gear are on the way for the game! So 
dressing up as Marth to cut down 
creatures is entirely possible. 

Needless to say, Monster Hunter 
Generations is shaping up as one of 
the biggest releases this year for 3DS. 
And we can’t wait! - EVAN 
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WE’RE QUICKLY CLOSING in on 
the one-year mark since Metroid 
Prime: Federation Force was revealed 
to the world at E3 2015... and the 
world collectively replied to Nintendo’s 
pedestrian reveal with fire and brim- 
stone. Whether you think Federation 
Force looks abysmal, decent, tran- 
scendental or just plain good, at this 
point it doesn’t quite matter: This is a 
game that is coming out on 3DS in 
August, so get ready. 

But what is there to get ready for? 
Mostly, some co-op, mission-based 
shooting with a touch of adventuring 
from a team at Luigi’s Mansion: Dark 
Moon developer Next Level Games, 
guided by Metroid Prime series 
producer Kensuke Tanabe. From what 
we've seen and played, Federation 
Force is based around the concept of 
the Metroid universe’s police force, 
the Galactic Federation, taking inspira- 
tion from the tech in Samus Aran’s suit 
to make mech suits for their officers. 
Our intrepid Metroid-hunting hero is 
promised to show up somewhere 
along the way, but it seems like the 
bulk of the game will be cooperating 
with others through more than 30 
missions spread across three dif- 
ferent planets. At the outset, 
you'll control a rookie officer 
who trains to use the new 
mech suit. The story concept 
is based around exploring, but 
soon, the series’ recurring dirt- 
bags, the Space Pirates, show 
up and wreak their usual havoc. 

Details on the single-player 
campaign have been scant, but 
from piecing together various 
mentions, it looks like you'll be 
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able to play through the missions with 
bots of some sort. Aside from that, 
there doesn’t seem to be any stand- 
alone single-player content (though 
that isn’t 100% confirmed). 

Other multiplayer options will be 
present, most notably the Blast Ball 
competitive mode shown off at the 
Nintendo World Championships last 
June. Blast Ball, if you don’t recall, is a 
3-on-3 game of space soccer similar to 
indie sensation Rocket League, as you 
shoot at a ball from a first-person per- 
spective in hopes of knocking it into 
the other team’s goal. It’s unknown if 
there will be more multiplayer modes, 
but considering Tanabe 
promised more details 
in the future in Get 


METROID PRIME: FEDERATION FORCE 


Will you join the force of Federation fans? 


Other M. As far as we know, Nintendo 
had sky-high expectations for Other M, 
and while the game had its share of 
well-crafted gameplay elements from 
developer Team Ninja, there’s no 
denying it fell short of any and all 
expectations. And that was 2010; we 


the March 2016 Nintendo Direct, we 
should hear more about Blast Ball and 
any other modes very soon. 

So that’s basically what we know of 
Metroid Prime: Federation Force. Why 
exactly did this seemingly innocuous 
portable first-person shooter garner 
so much hate? Well, the Metroid 
series has gone relatively un- 
loved in the past decade. 
After a prolific period 
from 2002 to 2007, only 
a single Metroid game 
has been released since 
the first year of the 
Wii: the poorly 
received Metroid: 


had five years of Metroid radio silence 
afterward. The first mention of the 
series outside of Nintendo Land and 
Smash Bros. was this, Metroid Prime: 
Federation Force - a spin-off that not 
only doesn’t star Samus Aran, but just 
relegates her to an apparent cameo 
role. People don’t like Metroid for its 
deep lore and interesting characters 
(especially after the misguided story 
in Other M). No, people like Metroid 
for its gameplay, and Federation 
Force, while calling back to the DS 
game Metroid Prime Hunters, doesn’t 
offer much in the way of real Metroid 
gameplay. Elements pop up here and 
there in missions, as you pick up items 
that require you to backtrack to other 
areas. However, those items are liter- 
ally keys most of the time. Federation 


Force doesn’t seem to offer much in 
the way of the engrossing feedback 
loop that drives the exploration and 
adventure forward in Super Metroid, 
Metroid Prime and Metroid: Zero 
Mission. It’s a multiplayer-focused 
first-person shooter in a series known 
for its solitude and exploration. That 
doesn’t make Federation Force an 
abomination or a terrible game - it 
just makes its existence instead of a 
traditional Metroid disappointing. 
What doesn’t help the situation is 
the middling response from demos. 
Around the last Nintendo Direct in 
March, a number of outlets got hands- 
on time, and the response was that it 
was slow and oftentimes uninterest- 
ing. | can echo that experience, as | 
played it at PAX East 2016. Movement 
was slow and the cooperation between 
other players was lackluster, espe- 
cially in comparison to something like 
The Legend of Zelda: Tri Force Heroes. 
This is a game that will demand voice 
chat online, and so far, that has not 
been confirmed or denied. Visually, 
it looks washed out, with minimal 
textures - it’s easy to get lost in 
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environments because of how bland 
they look. Some of the weapons are 
novel, whether it’s the souped-up 
power of the classic Missile or the new 
Shock weapons that are effective 
against certain enemies. Federation 
Force might live or die on the strength 
of its character customization, which 
hopefully will be more nuanced than 
choosing between missile keys and 
health power-ups for your mission 
loadout. 
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This might just be a game that 
doesn’t demo well, but from my demo 
experience, Federation Force doesn’t 
look to be a hugely compelling adven- 
ture. Its online performance will be a 
hugely important aspect of the final 
experience as well, but from what 
we've seen so far, there’s legitimate 
reason to be concerned. 

Hopefully that changes as we edge 
closer to its August 19 release date, 
but until we learn more information or 
see more of the game, it will continue 
to be a challenge to get that excited 
for Metroid Prime: Federation Force. 
- NEAL 


her investigation. 


E We've gotten ¢ ‘ue gotten confirmation that Samus Aran has 
arrived in the Bermuda system, and has begun 


al 
SAMUS’ CAMEO APPEARANCE 


After the backlash against Federation Force and its lack of series star Samus Aran 
at last year’s E3, Nintendo very deliberately included a bit of footage showing off 
one of her in-game cameo appearances in the March Nintendo Direct video. 
Though brief, it leads us to assume that the Federation Force troopers will 
interact with Samus during some missions, as it indicates that she’s in 
the same areas at the same time - just operating alone and indepen- 
dently, as she always does. Perhaps the fighting force of four will 
have to save her from a sticky situation she finds herself in? Or 


maybe she'll temporarily join the team, acting as a fifth gun 
directed by A.I. ina major boss battle? We'll find out soon. 
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THE POKEMON COMPANY has 
mastered the art of the tease. First, 
they drop a never-before-seen ’mon or 
two into one of the anime’s movies to 
get fans’ appetites whetted for the 
arrival of a new generation of games. 
Then, they announce the games - but 
say nothing of substance about them 
for months on end. Rather, they trickle 
out details as slowly as possible, 
making reveals of even mundane 
things like logos and box arts into 
huge events that send the series’ fans 
into a frenzy. Next, they show off the 
three new starter monsters, and 
probably the big legendaries we’ll be 
hunting for (because they have to, 
since they’re on the box arts), and we 
at last get to enter into the period of 
the last few months before the games 
go on sale, with a steady stream of 
new reveals all throughout. 

Well, for the upcoming Pokémon 
Sun and Moon, we’re not there yet. 


NINTENDO 
aes GAME FREAK 
Q4.2016 (NORTH AMERICA & EUROPE) 
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We're still back in the earlier part 
of the teasing cycle when it comes to 
Generation VII, in the spot where 
we've seen the new Mythical Pokemon 
Magearna (now confirmed to be a 
Steel/Fairy-type), but nothing else so 
far. It’s the cruelest of times for fans, 
and even more so because of all the 
fakeouts from Japan that happen in 
this span of months. We were going to 
get gameplay footage thanks to a TV 
show in Japan — but there was none. 
We were supposed to get new info in 
the April issue of CoroCoro - but there 
was none. Clearly, in addition to being 
masters of the art of the tease, the 
employees of The Pokemon Company 
also enjoy a hearty laugh at the 
expense of fans dying for new infor- 
mation! 

Luckily, the lack of hard facts for 
any upcoming game always means the 
opportunity for speculation is at its 
peak, and we Poke-fans have busied 
ourselves with trying to extrapolate 
any and all possible bits of info from 
the few seconds of footage we got to 


POKEMON SUN & MOON 


see back in February. The brief Direct 
video that announced Sun and Moon 
held a few fleeting clips of concept art 
and Game Freak’s workstations, which 
gave us such tantalizing tidbits as our 
first look at the new bird Pokemon you 
see below. Now, that’s not official art, 
mind you - TPC hasn't been so good to 
us yet — but fans have come up with 
what looks to me to be a pretty good 
extrapolation of a new woodpecker- 
inspired (?) mon. Most certainly, this 
little guy is the new region’s equiva- 
lent of Pidgey; the common, 
easy-to-catch early bird 
Pokemon. 

Speaking of the new 
region, some are speculating 
that we’ll be heading to a tropical 
destination this time around, maybe 
inspired by Hawaii - take a look at 
that hotel with the Horsea foun- 
tain up there, and you know that 
at least part of the game has 
got to take place somewhere 
touristy. Some fans are even hoping 
for multiple different regions to visit! 


New monsters and new locations 
are a given, though - so what’s got me 
most curious is if there will be any 
new gameplay elements in the mix! 
Will exploration be enhanced beyond 
what we got in X, Y, Omega Ruby and 
Alpha Sapphire, or will these new 
sequels be held back by still being 
developed for the 3DS hardware? Will 
there be any new twists on battles, the 
way Mega Evolutions shook things up 
in Generation VI? There's nothing to 
do but speculate for just a little while 
longer, but hopefully E3 will reveal 
the games for real! 

- LUCAS 
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GIVE US ONE GREAT GADGET 


WITH EACH NEW installment in the Pokemon series, we’ve received an 
improved method of handling the secondary tasks of the Pokeverse: The 
PokeNav, Poketch, C-Gear and PokeNav Plus are all past examples of this. 
The PokeNav Plus from the Omega Ruby and Alpha Sapphire games is by 
far my favorite iteration of these gadgets, combining nearly every aspect 
of all past navigation gadgets into one handy place, plus adding trading 
functionality of every kind. But, it’s missing the one thing that would make 
it complete: access to the Pokemon Storage System. Considering that 
many Trainers (like me) raise more than just the standard six Pokemon 
that we’re allowed to carry with us, the ability to change your team on the 
fly would help tremendously by negating all those unnecessary trips back 
and forth to a Pokemon Center. This would also help with those of us who 
catch multitudes of Pokemon for Wonder Trading and want to sort 
through our trade fodder. (Don’t judge me!) Something else I’d like to see 
is an expansive post-Elite 4/Champion game. Let’s face it: Pokemon is not 
the most difficult of games to complete, and it can be quite easy to plow 
through a majority of the main storyline within a few days. While a good 
deal of players enjoy the raising/collecting/battling aspects, myself 
included, | also enjoy a beefy story - and this seems to stop for the most 
part after you topple the champion. The Delta Episode from Pokemon 
Alpha Sapphire and Omega Ruby was a good step in the right direction, 
but there hasn't been a truly worthwhile postgame worth speaking of 
since Pokemon Gold and Silver. Let’s see some more reasons to keep 
playing besides battling and completing the Pokedex! - THOR 


FORMS BEYOND THE NORM 


MY FAVORITE THING about diving into a new Pokemon game is seeing 
all the new Pokemon. That made Pokémon X/Y a bit of a letdown for me. 
Though | love new additions like Hawlucha, Greninja and Honedge, there 
just weren’t enough new ’mons to go around in Generation VI. As for Sun 
and Moon, we've already heard it will have over 10 new Pokemon, which 
I’m guessing will be the three new starters, their evolutions and one new 
legendary. That’s . . . not exactly a lot. The fact that the number is cur- 
rently so low feels like a warning to fans not to get our hopes up. Still, | 
understand why at 700+ Pokémon currently out in the wild, Game Freak 
may be a little hesitant to keep expanding that number unless it’s abso- 
lutely necessary. One way they could get around this issue, while still 
adding plenty of new Pokémon designs, would be to expand on the 
forms/evolutions system. We’ve seen that work for legendary Pokemon 
like Deoxys, Shaymin and Kyurem in the past, and given that X/Y’s big new 
trick was Mega Evolutions, there’s every reason to think that we'll be 
seeing more variations of familiar faces this time in Sun and Moon as well. 
More so, | hope these new forms/evolutions do more than just make 
existing Pokemon look tougher or cooler. | want to be as surprised by 
them as | was the first time | saw Rotom transform into a washing 
machine! Maybe we could get there by seeing Pokemon crossbreed for the 
first time, creating all-new hybrid forms betweens previously established 
species — or better yet, maybe every Pokemon will be able to change 
forms based on their moods! A depressed, angst-ridden Pikachu in 
"teenager form" just might have what it takes to be a star. - JONATHAN 


HELP THE SERIOUS BATTLERS 


COMPETITIVE POKEMON BATTLES rely heavily on stats, and any 
Trainer can tell you about the struggle to trade for or breed a Pokemon 
with the right "spread" of Individual Values, or IVs, which are the six base 
values of their HP, Special and Physical Attack and Defense, and Speed. 
IVs range from O to 31, and while a Pokemon with all six IVs at 31 can be 
highly desirable, less-than-perfect Pokemon are essential as well. While 
you're able to adjust a Pokemon’s Effort Values, or EVs - the points added 
and subtracted to the six main stats through battling, Super Training and 
various Berries - a Pokemon’s IVs are fixed upon hatching. So what if 
Pokemon Sun and Moon finally allowed us to tinker with them? It probably 
wouldn’t come cheap, but being able to adjust IVs would be greatly benefi- 
cial. One example: the move Hidden Power, which changes its type 
depending on the combination of odd and even values in a Pokemon’s IVs. 
Zapdos is one popular Hidden Power user, and since it’s a Legendary, 
you'd have to soft reset for hours to get the right spread for Hidden Power 
Ice. Another example: the move Trick Room, which reverses the turn order 
of all Pokemon on the field for five turns, making the ones with the lowest 
Speed move first. A Speed IV of O is often found on popular Trick Room 
setters like Cresselia (another legendary) and Gengar, ensuring that they 
dish out powerful attacks first as soon as the move comes into effect. It 
also helps users of the move Gyro Ball, which hits harder the greater the 
difference in Speed between the attacker and target. With competitive 
Pokemon becoming more and more popular, what other changes will Sun 
and Moon bring? | may have to re-evaluate my strategy! - REBECCA 


FRESH TYPE COMBINATIONS 


JONATHAN, MY FRIEND, | think you've fallen victim to a joke. Yes, 
Junichi Masuda did say recently that Sun and Moon would have "over 10" 
new Pokemon - but he did so in a tongue-in-cheek way. It was an inten- 
tional underestimation, meant to reassure fans that they had nothing to 
worry about quantity-wise, while still not giving away the real number! | 
mean really, can you imagine an all-new generation of the games with 
that few new creatures to encounter? These people have got toys to sell 
and anime episodes to fill up with new encounters for the perpetually 
youthful Ash Ketchum! There will be far more than 10 new monsters. Now, 
that said, my concern is with what kinds of monsters the new arrivals will 
be - type-wise. Look at that majestic luchador-inspired bird beast above! 
Hawlucha made my fan heart soar when | first encountered him in my 
playthrough of Pokemon Y a few years ago, because | instantly knew from 
the look of him that Game Freak had at last created a half-Fighting, half- 
Flying Pokemon. It’s a type combination they’d never used before, and one 
I'd wanted since seeing Farfetch’d wield that little leek stalk like a sword 
back in Generation I. Now, as Sun and Moon approach, my biggest wish is 
that the developers continue to dive into the pool of unused type combi- 
nations that remain. There are still a couple dozen of them! Poison has a 
lot of missing pairings, like Poison/Fire and Poison/Electric. Can you 
imagine a toxic waste Pokémon, or one fueled by battery acid? The Fairy 
type just got introduced in Gen VI, so it hasn’t covered all its bases yet - a 
Fairy/Dragon would be a unique contradiction in theme to explore. And we 
need a Fire/Ice-type! Twinrova did it in Ocarina of Time! - LUCAS 


FOUR YEARS AGO, the second game in the Zero 


hanger - both inside its game world and outside, here 
in the real world. 

In the game, the characters made a startling dis- 
covery that answered some questions about the 
mystery surrounding them - but raised even more 
questions that the next game in the series was 
intended to address. 

Outside of the game, though, the drama was even 
more real, as the developers dealt with the fact that 
Virtue’s Last Reward hadn’t been nearly as much of a 
sales success in Japan as they’d hoped it would be, 
which cast doubt on whether or not they’d even be 
able to continue on and complete the story they’d set 
out to tell in three parts. 

From there, the story of the third Zero Escape 
game mirrors much of the story of the third Mother. 
Fans rose up in support of the project, determined to 
be as vocal as possible and shout their love for the 
game from the rooftops - just as they did for Mother 
3. Development of the third Zero Escape was put on 
hiatus for three years before being picked up again 
and completed - just as it happened for Mother 3, 
after its initial failure on the N64. 

But Zero Time Dilemma (the final name for this 
final game) has bettered Mother 3 in one key area: It’s 
totally finished now, and its company has been com- 
pletely clear to let fans know that it’s coming. What’s 
more, it’s launching worldwide on the same day, June 
28 - so there will be no group of gamers who get it 
before any others. Fans who speak Japanese and fans 
who speak English will be simultaneously diving into 
its mysteries, while on opposite sides of the planet. 

It looked, for a while, like we might never get the 
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Escape series, Virtue’s Last Reward, ended with a cliff- 


ZERO TIME DILEMMA `- 


v# 

closure we needed from Virtue’s Last Reward. 
But we will! And very soon, too. 

If you’re unfamiliar with the Zero Escape series, `A 
its games are hybrids between text adventures and 
"escape the room" puzzlers. The first game was 999: N 
Nine Hours, Nine Persons, Nine Doors, which debuted | a 
on the DS in 2010. Virtue’s Last Reward was the 1 
second game, and it came to the 3DS in 2012. This i 


third installment, Zero Time Dilemma, was meant to 

follow very quickly after the second a few years 

ago, but its arrival is much better late than never. 
Each game has a similar setup, at the start: 

Nine different individuals have been kidnapped 

together and awake to find themselves forced 

to play a game of death. Ominous wristwatches 

have been clamped onto their arms to enforce 

their participation in the rules of the game - if 

they don’t play the right way, the penalty is their 

instant demise. i 
Each of the three games has had a different 

spin on the central game of death, though, and { 

in Zero Time Dilemma it’s even more unique: All 

nine of the characters have been separated into 

three teams of three apiece, and each team has 

to make decisions not knowing what the other 

two are doing. What’s more, their wristwatches 

inject the participants with memory-wiping 

drugs every 90 minutes, so they’re constantly 

waking up and finding themselves in terrible 

situations without any knowledge of why they 

made the decisions they did to put them into 

such predicaments. Layer on a mind-warping 

story of science fiction and a huge amount of 

gruesome violence and you’ve got a game 

that will be absolutely unforgettable. 
We’re just scratching the surface for Zero 

Time Dilemma, and we’ve got a major blow- 

out coming next time. Until then! - LUCAS 
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ADA — ROB 
SWEET HOME 


IF YOU'VE EVER enjoyed a Resident Evil 
game, you have Sweet Home to thank. 
Released in 1989, this Famicom title is con- 
sidered the predecessor to the modern 
survival horror genre. 

Based on a movie of the same name, Sweet 
Home follows a group of five people who dared to 
venture into Mamiya Manor, an old house with a dark and gruesome 
history. The team originally arrived to photograph the beautiful frescos 
left by Mr. Mamiya, only to be trapped in the manor by the vengeful ghost 
of Lady Mamiya. Unable to escape by conventional means, the party must 
explore claustrophobic hallways, courtyards teeming with monsters and 
basements that reek of death, all in the hopes of finding a way out. 

Surprisingly this isn’t an action game, but rather a turn-based RPG. The 
monsters attack via random encounters, and you can use items and fight 
just as you would in other late ’80s JRPGs. However, there are a few key 
differences that make Sweet Home a very tense, bumpy ride. First, the 
five characters must split up constantly in order to complete their tasks. 
This means that your party is rarely at full strength, and a character can 
be ambushed while completely alone. You can call for help from the other 
characters during a battle, but said characters have to race toward the 
battling party’s location in real time and could very well arrive too late. 
Second, and even more importantly, there are no revival items of any 
kind. If a character dies, they’re gone for the rest of the game. 

The manor itself is massive and between the hidden passageways, 
locked doors and monsters that whisk characters away to random rooms, 
it’s very easy to get lost. Despite the retro graphics, the house has a truly 
unsettling atmosphere to it. Occasionally you run into half-melted corpses 
that wail out vague advice. Other times you find frozen rooms with 
Mamiya’s victims forever trapped in ice, or rooms filled with nothing but 
rats. In short, it’s a great place to visit, but you wouldn’t want to live there! 

Sweet Home is truly a unique experience. With its horror, genuinely 
threatening foes and gross visuals, it’s easy to see how this game helped 
spark an entirely new genre! - LINDSEY 
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FOR THE FROG 
THE BELL TOLLS 


IT’S GOT NOTHING to do with Ernest 
Hemingway, but Kaeru no Tame ni Kane wa 
Naru, which translates to "For the Frog the 

Bell Tolls," was developed by Nintendo and 
Intelligent Systems and released on the original 
Game Boy in 1992. 

The kingdom of Mille Feuille has been invaded by the slithery King 
Delarin and his Geronian Army, and the beautiful Princess Tiramisu has 
gone missing. The player character, the Prince of the Sable Kingdom, and 
his rival, Prince Richard of the Custard Kingdom, set off on a quest to be 
the one to rescue her first. When Richard and his army are turned into 
frogs, the princes learn that the ringing of the Bell of Spring can make 
them human again. After encountering Mandola the witch, the Prince of 
Sable receives two magic potions: One turns him into a frog upon contact 
with water so he can swim and leap high distances, and the other turns 
him into a snake upon eating a boiled egg so he can slither into tight 
spaces and climb ledges. 

While the game combines an overhead view for overworld sequences 
with a sidescrolling view for battles inside dungeons and buildings, the 
combat system is completely hands-off — all the Prince has to do is touch 
an enemy, and a battle begins behind a cloud of dust where the two 
exchange blows until one of them loses all their hearts. As a frog, he can 
eat insect enemies to restore health, and as a snake, his bite can petrify 
enemies into solid blocks. 

The first time | ever heard of Kaeru no Tame’s existence was when the 
Prince of Sablé appeared on a sticker in Super Smash Bros. Brawl. Why 
had it been passed over for localization? It could be because it wasn’t a 
Mario or Zelda title, or because everything in the game is named after a 
dessert, or because of references to alcohol that weren’t so family 
friendly. However, its engine and some of its sprites were repurposed for 
Link’s Awakening, where Prince Richard makes a cameo, along with his 
frog-transformed army. Despite never being officially released outside of 
Japan, Kaeru no Tame has been fan translated into English! - REBECCA 
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THERE AREN’T VERY many games bearing the 

Rockman name that we didn’t receive in the West under the title of Mega 
Man, but to this day, Wily & Light’s RockBoard: That’s Paradise! remains 
one of those to never officially see the light of day outside of Japan. 

Before Mario became a party animal, several supporting characters 
from the world of Mega Man got together in this very Mario Party-ish spin- 
off. Roll, Dr. Light, Dr. Wily, Dr. Cossack and Kalinka Cossack are the 
choices available for players to select as their avatars, each with their own 
objective for winning. Mega Man himself acts as the host of the game, and 
a new character even makes his debut: Reggae the oriental stork, who 
Western fans might recognize from his appearances in the Mega Man 
Megamix and Archie comics, as well as his eventual reemergence in Mega 
Man 10, where he sells items to Bass. 

The game itself plays not unlike board games such as Monopoly or The 
Game of Life: spinning a roulette, drawing cards and inflicting misery on 
rivals across four different game boards based on various continents. 
Robot Masters appear in the form of cards that can affect other players, 
with the exception of Guts Man, Shadow Man and Dust Man - they instead 
function as transformations for the player characters and affect the rivals’ 
spaces they land on in different ways. 

As for why the game was never released outside of Japan? There’s been 
no official reason given. Rumor has it that Nintendo of America’s policies 
would have prohibited a game with gambling elements from being 
released, though other titles (Casino Kid, for starters) would seem to 
debunk that. Perhaps more likely is that it was released in Japan just shy 
of Mega Man X and Mega Man 6, the latter of which Capcom didn’t even 
bother publishing themselves. Some evidence does exist that suggests an 
English version was being worked on at one time, though! - DAVID 
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STOP ME IF you've heard this one 

before: Two scientists work together to 

create a line of eight state-of-the-art 

robots, but one of the scientists makes off 

with most of the robots and uses them to go 

about conquering the world from his fortress of 

evil. The remaining doctor refits the last of their 

creations into a super fighting robot who can take down the rest of the 
reprogrammed forces, storm the castle, fight a set of robo-doppelgangers, 
stop the evil doctor and bring everlasting peace back to the world. 

No, it’s not Mega Man, but good guess! This extremely familiar scenario 
is actually the story behind Joy Mech Fight, a fighting game developed and 
published by Nintendo in the twilight days of the Famicom. It features the 
standards you might expect of the genre, from a single-player story and 
two-player versus matches to special moves entered with button combos. 

However, it differs from the norm by having only the two buttons on the 
Famicom’s controller to work with. What’s more, additional characters are 
unlocked through beating them in the story mode, wherein they join the 
heroic Sukapon’s side in the battle against evil - a slight change from 
simply copying their special weapon, but one that makes sense for the 
fighting game genre. What’s more, the round system is more reminiscent 
of Killer Instinct’s, despite predating that game by a year. 

Interestingly, one of the most stand-out aspects of the game is the 
character design. Since the Famicom was more limited in power than its 
successor, something like the genre-defining Street Fighter II’s large char- 
acters would be much more difficult to pull off. Instead, each robot was 
comprised of a series of independently moving pieces that kind of floated 
around as they moved - not unlike the way the Miis are portrayed in titles 
where their hands aren’t connected to their bodies by arms. This allowed 
for much smoother animation and, due to the lower sprite count, more 
characters could be included - for a then-record-setting total of 38. 

As for why it wasn’t released overseas, it’s most likely due to its launch 
in Japan being so late in the NES’ life cycle - Nintendo of America had 
almost fully moved on to the Super NES by then. - DAVID 
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JAPAN’S POPULAR “OTOME” game 

genre - games developed for a primarily 

female audience with elements of romance 

- got its start with Koei’s Angelique, which 

was released in 1994. It was developed by in- 
house studio Ruby Party, with supervision by Keiko 
Erikawa and character designs by Kairi Yura. 

The Queen of the Cosmos is nearing the end of her reign, and two likely 
candidates have been chosen to compete to succeed her - the cheerful 
and energetic Angelique Limoges and the proper and refined Rosalia de 
Catargena. As Queen Candidates, Angelique and Rosalia are tasked with 
overseeing the development of a newborn world in the cosmos by working 
with the nine Sacred Guardians — young men holding power over various 
elements and concepts. They can either bless the girls’ continents on the 
newborn world with courage, beauty, industriousness and other good stuff 
to increase the population... or they can take it away and hinder you or 
your rival’s progress. On her days off, Angelique can ask the Guardians out 
on dates to the park or the forest, have a leisurely chat in their office or in 
Angelique’s room to get to know them better, or use the fortune teller’s 
Love-Love Flash magic for a relationship boost. If her relationship with a 
Sacred Guardian develops into something deeper, she’s then free to 
choose love over duty - and there are multiple endings to discover. 

Angelique was a test for Koei in the mid-1990s, and while it succeeded, 
it was still a niche title. However, much of its popularity came when 
updated versions of the game arrived on systems that offered features 
such as FMV and voice acting, like the PlayStation and Sega Saturn. While 
Koei re-released the original Angelique on the GBA in 2002 and Angelique 
Duet - an updated version of the original with expanded story options and 
the choice to play as Rosalia - for the DS in 2006, Angelique and its suc- 
cessor titles have their permanent home on Sony consoles. 

While Angelique is not well known outside of Japan, its influence has 
led to games such as the Hakuoki franchise and Princess Debut on the 
Nintendo DS, which are both great examples of otome games that actually 
did see translated releases in the West! - REBECCA 
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SIMCITY 64 


HOW MANY HOURS of my life have | 
lost to the Sim series? Too many to count. 
I’ve spent days on end trying to build the 
biggest building imaginable in SimCity, weeks 
of my existence helping out tiny little creatures 
and expanding my colony in SimAnt and possibly 
entire months with my absolute favorite iteration of the 

franchise, SimCity 2000. But there was one game that | never did get to 
play, mostly because it was never released outside of Japan: HAL 
Laboratory’s SimCity 64 for the N64’s add-on Disk Drive. Yes, that HAL 
Laboratory, of Kirby fame! (Shigeru Miyamoto was also loosely involved.) 

It's a shame that most of us will never get to play it, as the game is a 
combination of both traditional overhead city management and 3D 
camera views. For the most part, it’s pretty much a faithful recreation of 
the classic city management principles of prior iterations, but there were 
also a few extra features added, like the power to see your city at night or 
even view it as a citizen. The advancements made in this game really did 
make it seem like it wouldn’t be possible without the 64DD attachment. 

The thrill of running an entire town in a SimCity game (or raining 
destruction down upon it) is very rarely matched. You can micromanage 
just about anything, from roads, to taxes, to the placement of certain city 
services like police stations and firehouses. Almost nothing is off limits, 
and in turn, it’s very easy to screw up one minor thing and have your 
entire township flooded with massive water bills . . . forcing you to build 
more water treatment facilities... which drops your budget below your 
projected earnings and messes something else up. And the list goes on! 
No one said building a civilization was going to be easy. 

As another added bonus in SimCity 64, Dr. Wright returned! He was the 
tutorial-like presenter character found in the SNES version. Even though 
he’s technically a SimCity creation, he’s very closely associated with the 
Nintendo brand even today, and appeared in multiple Super Smash Bros. 
games and even several Zelda titles. You’d recognize him if you saw him! 

The odds of SimCity 64 ever being released commercially in the West is 
absolutely zero, as Nintendo hasn’t openly supported anything 64DD- 
related in over a decade. It was a good idea in theory, but it sadly just 
never came to fruition and no one wanted to buy it. Its story goes beyond 
just this one lost Sim game, though, so flip to Page 58 for more! - CHRIS 
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ROLE-PLAYING GAMES, perhaps more 

than any other genre, run the risk of going 

unlocalized. As disappointing as that may be 

for fans, it’s not difficult to see why; many are 

tailored to a particular audience, limiting their 

appeal, and the reams of text that need to be translated into other lan- 
guages makes localizing one, regardless of its quality, a risky venture for 
most publishers. 

Such was the case with Magical Vacation, the debut title from Brownie 
Brown. Despite its fairly low profile, Brownie Brown has a deep familiarity 
with RPGs; the studio was formed by former Square developers, and it had 
a hand in developing two of the most well-known RPGs for the Game Boy 
Advance: Sword of Mana and our cover game for this issue, Mother 3. 

For its first project, Brownie Brown drew on its rich pedigree and 
created a whimsical - if decidedly traditional - role-playing adventure 
that centered on the students of Will O’ Wisp Academy, a special school for 
the magically inclined. One summer, while the students are away at 
summer school, a mysterious creature known as an Enigma appears and 
abducts several of the budding magicians. It falls to the player and the 
remaining students to locate their missing classmates and uncover the 
Enigma’s origins. 

Like other traditional JRPGs, Magical Vacation utilized a turn-based 
battle system - but what set it apart was its elemental system. Playable 
characters fell into one of 16 different elemental affinities, each of which 
was effective against (and susceptible to) a different element. The game 
also featured an extensive "Amigo" multiplayer system, which allowed 
players to swap their avatars with one another to earn new spells, as well 
as battle each other to earn ability-enhancing titles. 

Magical Vacation would be followed by a sequel five years later for the 
Nintendo DS, and unlike its predecessor, that title actually was released 
outside of Japan, under the moniker Magical Starsign. Unfortunately, 
while it garnered respectable reviews at the time, Starsign failed to make 
much of an impression and quickly faded into obscurity. Since then, there 
have been no further installments in the series. Brownie Brown itself 
underwent internal restructuring in 2013, changing its name to 1-Up 
Studio, and has since primarily lent development assistance to Nintendo. 

As with other games we’ve covered in these pages, some dedicated fans 
have translated Magical Vacation into English themselves, so curious 
gamers still have a means of experiencing the full adventure! - KEVIN K. 
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DESPITE BEING ONE of Nintendo’s oldest 

and most storied franchises, Fire Emblem has 

only recently begun cultivating an international 

following. Like the Super Mario and Legend of Zelda 

series before it, Fire Emblem made its debut on the Big N’s first home 
console, the Famicom, where it established its signature blend of tactical 
role-playing. Since then, it has become one of Nintendo’s cornerstone 
properties, appearing on nearly every Big N system - albeit only in Japan. 

But that all changed in 2001, with the release of Super Smash Bros. 
Melee for the Nintendo GameCube. The mascot fighter boasted an impres- 
sive array of characters from the full spectrum of Nintendo’s history, but 
there were a couple of unfamiliar faces hidden within the game: Marth, 
the noble hero of the very first Fire Emblem, and Roy, the protagonist of 
what was then the series’ next installment, The Binding Blade for Game 
Boy Advance. Their inclusion sparked a surge in interest in the strategy 
series, convincing Nintendo to finally localize it for Western audiences. 

The first Fire Emblem game to make its way out of Japan, however, was 
not Binding Blade (despite Roy’s hand in generating interest for the 
series), but its immediate follow-up, which would be known simply as Fire 
Emblem in North America. Taking place 20 years prior to the events of 
Binding Blade, that game followed the story of Eliwood, Roy’s father. 

Considering Roy’s popularity at the time thanks to his appearance in 
Smash Bros., it was curious that his father’s title would be localized before 
his own, but many fans assumed it was only a matter of time until it also 
made its way Stateside; once Fire Emblem introduced players to the world 
of Elibe, then it would surely be followed by Binding Blade, which contin- 
ued the story. But that was not to be. The next Fire Emblem game to reach 
American shores was The Sacred Stones, another GBA installment that 
bore no connection to its two predecessors. Meanwhile, Binding Blade’s 
poster boy Roy seemingly slipped into obscurity; the next Smash Bros. 
title, Wii’s Brawl, replaced the red-haired swordsman with Ike, another 
more recent Fire Emblem hero, and Roy wasn’t seen again until he was 
released as a downloadable character in Fire Emblem: Awakening and, 
later, Super Smash Bros. for Nintendo 3DS & Wii U. 

At this point, it’s unlikely we'll ever see an official localization of 
Binding Blade, but diehard fans needn't be too upset; it’s easy to find a 
quality fan translation of the title online, so you can experience both parts 
of the Elibe saga with a little effort. - KEVIN K. 
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THE LEGENDARY 
STARFY 


NINTENDO HAS MADE its fair share 

of cute platformers over the years, but 

perhaps none are as adorable as The Legen- 

dary Starfy, an action game released on the DS 

in 2008. With its bright graphics and cheery music, 

it’s hard to resist the charms of the Pufftop Kingdom’s star-shaped prince! 
However, it may surprise you to learn that Starfy has, well, starred in 
several games, and what we in the West know as The Legendary Starfy is 
actually the fifth installment of the series! 

Known as "Densetsu no Stafi" in Japan, the first four games in the fran- 
chise are famous for their cute designs and exciting gameplay. The first 
three games, all released as Game Boy Advance titles, fit well as a fun, 
cartoony trilogy. The adventure begins when the titular Starfy, prince of 
the floating Pufftop Kingdom, accidentally drops a vase into the sea while 
cleaning his home. Unfortunately for him, the jar contained Ogura, an evil 
eel bent on causing chaos at every turn. What’s more, a storm knocks poor 
Starfy into the water below as well! As he tries to make his way back 
home, the young prince helps others with their problems and is aided by 
his new friends: the elderly lobster Old Man Lobber and Moe, an ill- 
tempered clam. With their help, our hero finds the power to return the 
mischievous eel back to his jar prison. (Similarly, the next two sequels also 
involved Ogura escaping the vase to cause more havok.) 

Densetsu no Stafi 4, the first DS game in the series, mixed things up a 
bit by changing the setting and the villain. In this game, Starfy and his 
younger sister Starly journey to save the distant Amy Kingdom. As they 
discover, the land has been overtaken by a different evil eel - this one 
named Dejeel - who has stolen the land’s magical Monamool Stone in 
order to make the Prince of Amy fall in love with her. 

Something remarkable about all of these games is that they’re not only 
fun, but they’re quite playable even if you don’t speak Japanese! The 
gameplay is reminiscent of the Kirby series, with an added emphasis on 
swimming and floating in the stages’ many watery areas. The controls are 
tight and the transitions between land and sea flow very well, giving the 
action a lot of variety without dumping a lot of confusing gimmicks onto 
you. The simplicity of the mechanics and the expressive character anima- 
tions teach you everything you need to know, even if you can’t read the 
text. 

If you liked the one localized Starfy game, try the others! They’re just as 
fun, and you'll get great insight into how the series began! - LINDSEY 
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GIFTPIA 


SKIP LTD IS one of Nintendo’s unsung 

underdog development partners. While 

they’re most well known for creating the 

humble-but-lovable Chibi-Robo and the 

smartly designed line of Art Style puzzle titles, 

they actually got their start back in 2003 with the 

GameCube’s GiFTPiA, co-produced by none other than 

Shigeru Miyamoto! With Nintendo's top man on board, Chrono Trigger and 
Super Mario RPG field designer Kenichi Nishi in the director’s chair, a 
reported 500 million yen budget and delightful cel-shaded graphics, 
GIFTPiA appeared poised for a high-profile international release. It was 
even shown off at E3 2002, in English! Sadly, the project’s localization was 
never completed. GiFTPIA’s pedigree was impeccable, but its wild nature 
was likely more than Nintendo of America could handle at the time. 

GIFTPIA stars Pockle, a purple-haired boy who has slept through the 
traditional coming-of-age ceremony celebrated in his native land of 
Nanashi Island. Not only is this bad news for his future manhood, but it’s 
also illegal! Pockle’s immediate punishment for this indiscretion entails a 
nightly curfew and an iron ball chained to his leg. During these opening 
moments, the game even pixelates Pockle’s face from view, as though he 
were one of the alleged perpetrators from the TV show Cops! From there 
he must prove to the town’s mayor (aptly named Mayer) that he is neither 
a criminal nor a child. His goal is best met by helping the island’s various 
eccentric residents (including a flamboyant performer, a robot cop and 
even a yeti) through multiple struggles, all while avoiding undernourish- 
ment or overexhaustion. Over time, Pockle gains many of the perks that 
come along with growing up, from the relatively mundane ability to stay 
up late, to the magical power to understand what others truly want out of 
life, all leading up to a showdown with... the puppy of God? It’s a surpris- 
ingly poignant, lengthy tale that fits perfectly between EarthBound and 
Chibi-Robo in Nintendo’s long line of surreal "empathy RPGs." 

While GiFTPiA hasn’t developed a following quite as large as either of 
those two franchises, its fans have proven to be just as passionate. A small 
team called Kirameki released a full translation for the game online in 
2011. Knowing that Animal Crossing and Tomodachi Life became hugely 
successful outside of Japan gives me hope that Nintendo may someday 
bestow us with Pockle’s similarly superb social adventure! - JONATHAN 
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THE NINTENDO DS eventually became 

Nintendo’s best-selling system thanks to a 

quality library and some truly innovative features 

(it seems everything has a touchscreen nowadays!), but 

back in 2004, the system’s launch in North America was seen as decidedly 
mediocre overall - players were starved for quality content in the gap 
between Super Mario 64 DS and Kirby Canvas Curse. 

I was not, however, because during this time I’d been playing my 
favorite game on the system: Daigasso! Band Brothers! Unlike more recent 
Nintendo systems, the DS was region-free and was fully capable of playing 
any Japanese game all on its own. 

Band Brothers started developmental life as a GBA game titled GB 
Music, where the core idea of the game was to use the system as both a 
mini-instrument as well as a composition tool. Eventually, the game disap- 
peared from development, only to resurface as a DS launch title in Japan. 
At its heart, it’s a music game in a very literal sense - the goal is to simply 
play the songs well, and unlike most of the genre, you’re playing the 
actual, exact notes of the songs as the meter scrolls by. All of the rather 
varied selection of songs are MIDI covers to allow for real-time feedback 
based on what you play; if the song calls for a G-sharp and you hit a G 
instead, it’s going to sound janky! Of all the music games I’ve played, Band 
Brothers absolutely comes closest to emulating the feel of playing an 
actual instrument. 

The working English title (when the game was still being considered for 
release in the States) was Jam with the Band, which was fitting consider- 
ing the title’s multiplayer element. On a single cart, you could have up to 
eight players each adopting a part and all contributing to the song! It 
captured the heart of what Wii Music was going for (but far more success- 
fully): the joy of making music. Playing well gave players the immediate 
reward of a nice-sounding song, and playing poorly had some hilarious 
results. The result was an immensely enjoyable multiplayer game that had 
the same sort of appeal that Guitar Hero and Rock Band made main- 
stream years later - which means Nintendo could’ve gotten a leg-up on 
the music game craze if they’d localized Band Bros.! - MATTHEW 
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THE RESULTS OF last year’s Super 
Smash Bros. Fighter Ballot told us that 
"Among the negotiable and realizable char- 
acters, Bayonetta was the overall Number 1 
choice worldwide," which is part of why she was 

selected to join the cast of Smash 4. But who were those disqualified 
"non-negotiable and non-realizable characters"? My guess is that the most 
popular among them was Dragon Ball Z’s Goku, alongside Naruto, Shrek, 
Batman and other unlikely favorites born from media outside of video 
games. | wonder if the folks who sent in those wasted votes know that 
there’s already a Smash-style fighting game series for the DS that features 
Goku, Naruto, Luffy (One Piece), Jotaro JoJo's Bizarre Adventure), Yugi 
(Yu-Gi-Oh), Kinnikuman (M.U.S.C.L.E.) Bobobo-Bo Bo-bobo (Blonde Afro 
Man With Violent Nose Hairs) and many other popular icons drawn out of 
both manga and anime series? 

Unlike some of the games featured in this issue, Jump Super Stars and 
its sequel Jump Ultimate Stars weren’t passed over for localization 
because they weren’t marketable; either of them would have undoubtedly 
been huge hits in the West. Not only are they both extremely well made, 
but many of their "stars" had achieved global fanbases by the time that 
Jump Super Stars was first released in 2005. The problem here is that the 
games boast 305 characters (56 playable) from 41 different manga series. 
Even Nintendo, the game’s co-publisher, wasn’t able to corral that many 
licensing agreements for territories outside of Japan (though rumor has it 
that their publishing partner Tommo shipped limited quantities of unlocal- 
ized copies of Jump Super Stars to U.S. outlets like Best Buy and Fry’s). Ah, 
to be young and region-free again... 

Both Jump games shared Smash’s capacity for four-player battles, but 
with a new Rock/Paper/Scissors-style mechanic added to the mix. An 
expansive single-player campaign complemented the endlessly replayable 
multiplayer mode, and beautiful 2D graphics brought visual consistency to 
a huge roster of wildly different manga characters. The Jump series was 
once poised to dethrone Smash as the reigning king of crossover fighters! 
All the next Jump title would need to take that crown is the addition of 
Shrek, Batman and maybe a certain subaquatic pineapple dweller. Jump 
Ultimate Batman vs. SpongeBob: Prawn of Justice anyone? - JONATHAN 
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WHEN YOU THINK "Square Enix," you 

think of epic journeys through fantastic 

worlds, culminating in saving the universe 

through the power of love and friendship. Yet the 

RPG powerhouse surprised everyone in 2008 with the 

release of Nanashi no Game, a survival horror title for the Nintendo DS. 

The title translates to "The Game With No Name," and that’s precisely 
what the story is about. You play as a high school student in Japan who 
hears about an urban legend of a "cursed game." Rumors say the game 
only exists as a broken demo, but that demo can be freely downloaded 
onto any Twin Screen system (Nanashi no Game’s parody of the Nintendo 
DS handheld). However, the demo comes at an even greater cost; those 
who play it are said to die within seven days. 

The hero character receives and plays the cursed game, but it quickly 
becomes apparent that this supernatural game is in fact killing people. 
After discovering the bodies of two classmates, the hero must discover the 
secrets of the game's origins ... or become its next victim. 

Nanashi no Game is split between two distinct gameplay styles. Often, 
you have to hold the DS sideways as you explore each area in the real 
world. These sections are 3D and play like a standard survival horror 
game, albeit in a first-person perspective. You primarily search aban- 
doned buildings and empty apartments, unable to leave until you find dis- 
carded notes that reveal the story of the cursed game’s creation. Wander- 
ing the halls are vague, shadowy apparitions known as "Regrets." If a 
Regret catches you, it’s an instant Game Over. 

Peppered within these exploration sections are opportunities to 
continue the cursed game itself, and this is where Nanashi no Game 
shines. The cursed game is a very authentic take on old NES RPGs, from 
the graphics to the music. It feels very much like a cross between Final 
Fantasy and Dragon Quest, and it’s in this familiarity that Square Enix was 
able to breed unease and tension. You see, the cursed game will often 
behave in unexpected ways, with the graphics glitching out, gibberish text 
appearing, music going off-key and the overall tone becoming very morbid 
and dark. By distorting the standard conventions of retro RPGs, the cursed 
game has some genuinely creepy moments. If you want to get creeped out 
yourself, there is a fan translation patch available! - LINDSEY 
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Fr IT I LI 
CAPTAIN RAINBOW 


WHILE THE CONCEPT of a superhero 
who is referred to as "Captain" traveling 
to a land filled with characters from a wide 
variety of different classic Nintendo games 
may sound familiar, that is by and large where 
Captain Rainbow’s similarities to a certain cartoon 
Game Master end. 

Captain Rainbow is the alias of Nick, a regular guy whose yo-yo wielding 
tokusatsu-styled counterpart was the star of his very own beloved televi- 
sion show... or rather, once beloved. The ratings of his adventures have 
dropped, and he’s out to regain his lost popularity by venturing to Mimin 
Island, a destination where wishes are said to come true. 

What Nick finds when he gets there is a community of C-Tier Nintendo 
characters whose best days are behind them. Perhaps Mimin Island really 
is a place where wishes come true, but only in a roundabout way - as 
Captain Rainbow must become the champion of such troubled souls as an 
overweight Little Mac, Tracy from The Legend of Zelda: Link’s Awakening, 
the Devil from Devil World and, most famously of all, Birdo. 

Throughout the course of the game, Nick can partake in various activi- 
ties available on the island, such as fishing or bug catching, or he can help 
the islanders with their troubles. Doing so leads to minigames featuring 
more activities, such as boxing or golf, and helping people gains Nick 
Kirarin ("Sparklies"), 20 of which allow him to visit an avatar to have a 
wish granted. But will he have his own wish granted, or allow the dream of 
another islander to come true instead? 

As mentioned, Birdo is perhaps the most famous inclusion in this game, 
and it’s not just for her many appearances since debuting in Super Mario 
Bros. 2. Rather, it’s the fact that the game takes the one aspect of Birdo 
that the company had long been content to ignore - gender identity - and 
runs with it, like Sonic the Hedgehog in search of the last chili dog. 

Birdo, a.k.a. Catherine in Japan, claims to be the "Sexy Dynamite 
Monster" and though referred to as a female, the character speaks with a 
rather male-sounding voice. This comes into play as Birdo is locked away 
for using a ladies’ restroom, with the robot jailer (Officer Mappo of 
GiFTPiA) refusing to believe Birdo is female. As such, Birdo asks Nick to go 
to her place and find "proof" that she is female. Said proof is never explic- 
itly shown, leaving players to draw their own conclusions. 

Some believe that this sequence alone was enough to keep Captain 
Rainbow from ever being released outside of Japan, but the truth may be 
simpler than that - it sold abysmally. Only 22,682 copies throughout 2008! 
If it couldn’t do better in its homeland, it may simply be that Nintendo felt 
it would fare no better anywhere else. - DAVID 
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HDAUIBOOA! 
IvVE-UWF— IF 
JU! 
WELCOME HOME, 
CHIBI-ROBO! 
HAPPY, RICH BIG 
SWEEP! 


BEFORE HE WAS finding photos and zipping across chasms like an 
action hero, Chibi-Robo had a job more befitting his quirky skill set: 
cleaning. Standing at an imposing 10 centimeters tall, the diminutive 
robot made his video game debut as a personal assistant to the Sanderson 
family in Chibi-Robo! Plug Into Adventure! for the Nintendo GameCube. As 
their robotic housekeeper, Chibi-Robo’s primary role was to keep the 
Sandersons happy by completing chores such as vacuuming and picking 
up trash - but as with the best video games, this simple premise belied 
the game’s true charm. From the tiny robot’s vantage point, the 
Sanderson’s modest home was a gargantuan maze, and even the simplest 
tasks like climbing up the stairs became an epic undertaking. 

The first Chibi-Robo! game was an auspicious start for the fledgling 
mascot, but unfortunately for Chibi-Robo, the rest of his adventures 
haven't been received quite as well. His second outing, Chibi-Robo! Park 
Patrol for the DS, retained some of the gameplay elements that made the 
first title so charming, but traded housekeeping for garden tending (and, 
curiously, was only sold at Walmart stores in the States, hampering its 
sales potential). Meanwhile, Chibi-Robo’s more recent adventures, Photo 
Finder and Zip Lash for the 3DS, shifted their focus to augmented reality 
photo snapping and 2D platforming, respectively, with mixed results. 

Despite these missteps, however, there’s one Chibi-Robo adventure that 
recaptures the charm of the original, though it remains frustratingly rel- 
egated to Japan. "Welcome Home Chibi-Robo! Happy, Rich Big Sweep!" 
sees Chibi-Robo reuniting with the Sandersons’ daughter, Jenny, who is 
now all grown up with a family of her own. As in the first title, his job is to 
keep the family happy by cleaning up after them, but this time he can also 
help furnish the home by purchasing new furniture with the money he 
earns, adding an element of customization to the gameplay. 

There’s no telling why Nintendo decided against localizing Chibi-Robo’s 
third game, but there are still a few ways to experience it: You can always 
import a Japanese copy, and just as this issue was coming together, some 
enterprising fans released an English translation patch! - KEVIN K. 
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ZEHRLT 
PRESIDENT CAT 


SUKEBAN SHACHOU RENA (a.k.a. 

"President Cat") had one of the worst 

launches in gaming history. It reportedly 

sold just over 100 copies in its first week of 

release in Japan, crushing its chances not only 

for localization into other languages, but dooming 

it as a total failure in its own home country. But that 

underdog status has only worked to make the title more endearing to its 
small but fiercely dedicated fanbase! If you’re the type of person who’s 
hungry for a game that follows no previously paved path toward success, 
President Cat won't let you down. The box art, which features a close-up 
of a worried real-life cat wearing a pair of oversized costume cat ears, 
makes that abundantly clear from the start. 

President Cat tells the tale of Rena, the titular president in question. 
She’s the cutthroat, tough-as-nails CEO of Cat Queen magazine (sort of like 
our own Lucas M. Thomas, but not quite as cute) and it’s up to you, her 
newest employee, to make her feel fantastic. Otherwise, it’s over for you 
at Cat Queen! Along the way you'll have to cope with advice from immacu- 
lately groomed young men, literal cat fights between Rena and her 
cohorts and many other melodramatic pitfalls. It’s like one part Metal 
Gear Solid and one part The Devil Wears Prada, but with Meryl Streep 
swapped out for a regular old, meow-meow housecat. And that’s all before 
we've even gotten to the actual gameplay: tons of minigames! 

Despite the fact that the game takes place at Cat Queen headquarters, 
many of the minigames have nothing to do with magazine publishing. One 
involves playing a duet with Rena on the piano (long before Keyboard Cat 
became an Internet sensation), while another tasks you to give Rena slow 
motion hugs. Though it may sound silly, it’s got a distinctly different feel 
than the wacky WarioWare series. That’s partly because the deeper you 
delve into Rena’s world, the more poetic things become. You’ll be dancing 
in the office one minute, and the next you'll be driving through city streets 
at high speeds in a red convertible as Rena uses a vacuum cleaner to suck 
mysterious energy from the air. Things finally come to a head when Rena 
coaxes you out onto a tightrope and leads you high above the Earth, and 
eventually, to a crystal staircase on the moon. Just don’t let those purple 
rabbit balloon people get you down, or the onlooking cats might frown as 
you plummet hundreds of miles back to the office! - JONATHAN 
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ACE ATTORNEY 
INVESTIGATIONS 2 


TAKING PLACE ONLY a few days after 
the conclusion of the original Ace Attorney 
Investigations, Gyakuten Kenji 2 was released 
in Japan in February 2011. While investigating a 
murder, Miles Edgeworth encounters his father’s 
former assistant, Tateyuki Shigaraki, who feels betrayed that his mentor’s 
son has decided to become a prosecutor rather than follow in his father’s 
footsteps. There’s also internal strife within the prosecutor’s office - a new 
head judge, Hakari Mikagami, wants to weed out corruption in the ranks 
and is scheming to replace Edgeworth with Yumihiko Ichiyanagi, a young 
prosecutor fresh out of Themis Legal Academy who thinks he’s the best in 
the world at everything. Edgeworth, Dick Gumshoe and Kay Faraday put 
their heads together to solve an international assassination plot, uproot 
the corruption threatening the Prosecutor’s Office and, in a turnabout of 
fate, find themselves embroiled in a murder under the same circum- 
stances as the case Gregory Edgeworth was investigating before his death. 
Since this was the Ace Attorney franchise’s 10th anniversary game, 
here are lots of cameo appearances - Frank Sahwit (the first criminal 
hoenix Wright faced) shows up as an inmate, Will Powers is working on a 
ew production at Global Studios and a certain ice cream seller in the 
ark looks a lot like a dangerously dignified gentleman with a line of 
itches down his face. Ema Skye also returns, along with her bag of 
forensic tricks to assist in investigations. Edgeworth also has a new trick 
up his sleeve: the Logic Chess system, which visualizes a battle of wits 
between Edgeworth and the suspect he’s interrogating as a series of 
moves on a chessboard. Like Apollo’s bracelet and Maya’s magatama, 
you'll take "damage" if you make a wrong move, and your opponents will 
get more and more difficult to break as you progress further in the story. 
Unfortunately, Capcom chose not to localize the game - even with the 
series’ fanbase, the costs would have outweighed any returns. (There may 
have been plans to make it a digital-only title, but those plans appear to 
have been shelved indefinitely.) However, in 2014, a group of fans released 
a complete English fan translation of the game, titled "Ace Attorney 
Investigations: Prosecutor’s Path," complete with Capcom-style localized 
names for the various new characters. It may be the only way we'll ever 
get to experience these crucial chapters in Miles’ story! - REBECCA 
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EIT<SEINOOUEN 
PTE? 
THE THIEVES & THE 
1000 POKÉMON 


POKÉMON IS JUST one of those series that 

expanded so quickly that no one could keep up 

with it. While parents were quick to call it "just a 

fad" back in the 90s, my peers and | were tirelessly 

catching 'mons under the covers on our Game Boys using the backlight 
accessory, knowing the fun would never end. And you know what? It never 
really did - and the fans in Japan have enjoyed even more Pocket Monster 
adventures than we have! The Thieves & The 1000 Pokemon is one of the 
Japan-exclusive installments in the enduring series. 

Released in July of 2014 solely in Japan as a tool to help promote the 
Diancie and the Cocoon of Destruction film (there was even a promotion 
where if you saw it in theaters you'd get a secret Chesnaught-based 
mission, resulting in a Master Ball reward for Pokémon X & Y), Thieves is 
an unconventional strategy game of sorts in which you’re tasked with 
choosing from different Pokemon hordes and sending them into battle. 

For instance, you can choose 10 Chespins and 10 Froakies, and then 
toss them into the fray where a series of combat situations will play out, 
sometimes resulting in diamonds - which tie into the story under the 
guise of saving the Diamond Domain, where Diancie resides. As time goes 
on, situations become tougher, with more nuances to take into account 
and a wider variety of foes to fight. It doesn’t just play itself, though, as 
there are interactive sneaking sections that require button presses that 
inject a little stealth action into the proceedings. 

Although the concept was simple and the game was free, it was far 
from a throwaway experience. Sporting 20 levels in all, it takes a bit of 
effort to complete, especially when you take into account the bonuses you 
get from StreetPassing, which takes time in and of itself - in addition to 
the power to use Play Coins for extra bonuses. It’s important to note that 
bit of 3DS functionality, because failing a stage will result in a loss of 
Pokemon until you build your army back up. 

Interestingly enough, the entire story is seen through the eyes of a trio 
of Pokémon (Chespin, Froakie and Fennekin), much like the Mystery 
Dungeon series. There’s also a decent amount of other Gen VI ‘mons that 
show up throughout the narrative, including Carbink and Greninja. 

So, why’s it called "The Thieves & The 1000 Pokemon?" Because there’s 
a band of thieves in it from the Diancie movie that serve as the antago- 
nists. Simple enough, right? But sadly, since that film’s relevance is long 
gone, this game’s odds of translation are now slim to none. - CHRIS 
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MOTHER 3 


OK, SO WHAT is the big deal with this game, anyway? 

We’ve put it on the cover of a Western magazine 10 years after it didn’t get 
released here. We’ve spoken at length about the insane devotion of its fans. 
And even now, we’re convinced that it’s going to be the one exception on this 
list of perpetually unlocalized games from the past, as we’re sure that it’s just 
about to make its debut in English! 

But we’d be incredibly remiss not to do one more thing - and that’s to 
simply tell you about the game itself. How it plays. What it’s like, in compari- 
son to other games and even its own predecessors! Though many of you 
readers out there are familiar with it already, we know a vast number of you 
are not - yet. So let’s dive in to just what makes Mother 3 so special and 
unique! 

Let’s begin with Beginnings. The first game in the Mother/EarthBound 
series was the brainchild of Shigesato Itoi, who was not involved in video 
game development at all before beginning work on this series. He was kind of 
a jack-of-all-trades celebrity in Japan. He’d written copy for several popular 
advertisements in the ’80s. He’d composed lyrics for several hit songs. He’d 
even appeared as a guest judge on Iron Chef, serving as a taste tester! 
(Though that was later on, in 1994.) 

This wildly unpredictable renaissance man was unleashed into the world of 
video game design by Nintendo, and through his outsider’s perspective he 
came up with a game concept never seen before: a modern fairy tale, in 
which the heroes were young kids living in a knock-off of the United States, 
the enemies were mind-controlled wild animals and goofy zombies instead of 
the knights and dragons of the other RPGs of the day, and the weapons used 
to battle them were things like baseball bats, frying pans and psychic powers. 

Mother 1 was a hit on the 8-bit Famicom, which inspired a sequel. Mother 
2, which we got localized as EarthBound, was also a hit, which led Nintendo 
to ask Itoi for a third game in the series. He sat down and wrote his most 
poignant story ever, and though development troubles saw the project run 
through several failed versions across the Nintendo 64 hardware and its 
doomed disk drive peripheral, it eventually was released on April 20, 2006 as 
a Game Boy Advance game. 

The final version of Mother 3 looked a lot like its immediate predecessor. 
The overworld exploration action is seen from a top-down perspective, and 
the world you explore is varied, colorful and full of personality-rich charac- 
ters. Battles are triggered when you collide with a foe while walking around, 
and the fights take place on a separate screen with psychedelic, moving art 


GBA, 2006 NINTENDO 


in the background. You 

attack your foes with a 

selection of different 

"PSI" techniques, as well 

as normal weapon strikes. 

When you take damage, an 

odometer-like hit point meter 

starts rolling its numbers down 

toward 0 - this is unique to the 

EarthBound series, as it means a fatal 

strike isn’t immediately fatal. You’ve got time 

to heal yourself or finish the fight by striking a final blow against your foes 
yourself, before the number winds all the way down to nothing. 

All of that could describe the SNES EarthBound, though. Mother 3 set itself 
apart in a few different ways, like adding a novel rhythm/action mechanic to 
the battle scenes. Every time you attack with a standard weapon, you have a 
chance to score multiple hits by skillfully timing your button presses - a bit 
like how good timing is rewarded in the Mario & Luigi and Paper Mario series 
of RPGs. This feature doesn’t work well if the game is being played through 
an emulator, though, so even people who decided to play the fan translation 
that way often don’t even know that it exists! 

Another thing that makes Mother 3 different than earlier EarthBounds is 
that its playable characters change throughout the game. We put Lucas, 
Duster, Kumatora and Boney on the cover, as they’re recognized as the core 
four heroes of the main part of the quest - but you actually don’t start off the 
game playing as that group. There are different protagonists for different 
chapters, and there are eight different chapters altogether. In one of them, 
you play as a monkey! 

Finally, one of my personal favorite features of Mother 3 is its wild array of 
enemies. The central foes are the Pigmask Army - you saw them on this 
issue’s cover as well. But the Pigmasks are experimenting with wildlife 
splicing all throughout the adventure, so you come across some really weird 
chimera creatures like a cow that has the neck of a snake and a hybrid 
between a bat and an orangutan. 

There’s so much more | could say to sell you on the experience of playing 
Mother 3 if you never have before, but I will say no more! Because, hopefully, 
it will be Lost in Untranslation no longer, and you'll be able to play it for 
yourself, at last, on the Wii U! - LUCAS 
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OK, so this one isn’t a totally perfect fit for our “Lost in Untranslation” issue theme - it did get released in 
English in Europe three years after its Japanese debut - but it illustrates another facet of the same discus- 
sion, as it isn’t always a difficulty with converting the Japanese language that keeps some games from 
seeing release in the States. Sometimes, the dealbreaker is their subject matter! Devil World was designed 
by Shigeru Miyamoto himself, but because Mr. Miyamoto and his team packed it with Christian imagery 


DEVIL WORLD (like collectible Crosses, Bibles and the titular Devil) it’s never been touched by Nintendo of America, out 
FAMICOM, 1984 


of fear of offending anyone. The Devil character’s made a couple of Smash Bros. appearances, though! 


PERIPHERAL VISION 


The Japan-only disk drive that failed, pulling EarthBound 64 down with it. 


THE FAMICOM AND the Nintendo Entertainment 
System led very different lives. Here in America, NES 
games were played on cartridges and cartridges alone. 
But overseas, the Famicom offered the option of games 
on floppy disks, thanks to a magical disk drive periph- 
eral called the Famicom Disk System. Something like 
that may seem absurd today, but back when cartridges 
were the industry standard in game containment, disks 
did things a cart simply couldn’t. Like the Famicom 
itself, the FDS was a huge success, so when it came time 
to create a blueprint for the Nintendo 64 some 10 years 
later, Nintendo set out to repeat the past by having an 
add-on disk drive on the agenda from Day 1. But as 
history shows, things didn’t exactly go as planned. 

Consistently marred by delays, game cancellations 
and technological obsolescence issues when compared 
to its competitors, the Nintendo 64 Disk Drive had the 
deck stacked against it before it ever hit store shelves, 
and never saw life outside of Japan. Regardless, it was a 
Nintendo product, so no matter how unsuccessful it may 
have been, it still has a story to tell. 

The 64DD featured a pretty straightforward design. It 
rested comfortably underneath a standard Nintendo 64 
console, and looked stack-up sleek while doing so. Its 
disks, though, took on a less traditional aesthetic - they 
were about the same size as a CD, except square and 
half as thick as an N64 cart, and they had a really cool, 
futuristic, concave design. They came in their own 
custom jewel cases too, so the characteristically fragile 
data inside the disks could be kept safe and stylish. 

But perhaps the most interesting feature of the 64DD 
was Radnet. Nintendo partnered with a Japanese media 
company called Recruit to create 
an online infrastructure for 
the 64DD. While it 
functioned pretty 
well, it was hardly 
what you’d call 


accessible, since you not only had to have the Nintendo 
64 and the 64DD, but also the rather pricey Radnet 
Starter Kit, making online N64 gaming an expensive 
proposition. Still, much like the Satellaview before it, 
this was Nintendo doing online before online was the 
thing to do, and they deserve credit for that. 

Sadly, there were just nine games released for the 
64DD. Even the Virtual Boy had more than that! But 
while the games that actually came out were pretty 
interesting, the ones that were in development were on 
a whole other level. In our last issue, you read about the 
64DD Zelda games that never hit the market - Ura Zelda 
being the one totally lost to time - but the rabbit hole 
goes so much deeper than that. Games like Resident Evil 
0, Donkey Kong 64, Animal Crossing and Paper Mario all 
started life as 64DD games. The bizarre Sega Dreamcast 
title Seaman was originally conceived here, and there 
were even versions of Diablo, Fire Emblem, Pokémon 
and Dragon Warrior (a.k.a. Dragon Quest) in the works. 

But the (ahem) mother of them all would have to be 
the ever-elusive EarthBound 64. Eventually reimagined 
as Mother 3 for the Game Boy Advance, EarthBound 64 
was easily one of the most highly anticipated titles in 
the works for the 64DD format. It tantalized fans with a 
fully 3D interpretation of the beloved world of Mother! 
Obviously, development took some radical turns along 
the way - when the 64DD failed, Nintendo shifted the 
game to be on a standard cartridge instead, but that 
proved to be a shift the team couldn’t make without 
severe compromises. It wasn’t the entire reason that 
EarthBound 64 got cancelled, but it was certainly a big 
factor in that decision. Still, Mother 3 wouldn't be the 
game it is today without the 64DD influencing the 
creation of its original version! There are worse 

legacies to leave behind. - KRIS 


F-ZERO X 
EXPANSION KIT 


The 64DD’s disks were perfect for saving 
players’ custom-made creations, so most 
of its games focused on user-generated 
content - like the Expansion Kit for F-Zero 
X. It gave players access to new tracks, 
new cars, a stereo soundtrack and, most 
importantly, a track editor and custom car 
editor. The options may seem a bit limited 
by today’s standards, but back then, 
having this much freedom to edit a 
Nintendo game was unprecedented! 
Creative-minded racers could spend hours 
on end modding and balancing hover- 
crafts to their personal specifications, and 
then test their might on gravity-defying 
courses of their own design. Plus, the Disk 
Drive’s storage capacity allowed up to 100 
custom tracks to be kept at a time. That’s 
a lot of racing! 


DOSHIN THE 
GIANT 


Doshin the Giant and its accompanying 
expansion are weird. Not bad, mind you, 
just... weird. God games were all the 
rage back in the late 90s, and in typical 
Nintendo fashion, they tried their hand at 
the genre and came up with something 

that’s undeniably Nintendo. In Doshin t 
Giant, you take control of a Love Gi 
named Doshin. He’s a big, dopey-looking, 
yellow guy who traverses the island of 
Barudo, helping the natives by altering 
the landscape. He raises up hills; he 
stomps mountains flat. If he does the 
things the islanders want him to, they 
reward him with monuments, prayers and 
love, which in turn make him grow bigger. 
However, he also has the ability to turn 
into his alter-ego Jashin, a Hate Giant 
capable of causing all manner of havoc, to 
rain vengeful destruction upon the locals. 
The ultimate goal is to unite the various 
indigenous tribes, which then leads them 
to build a tower that somehow winds up 
sinking the entire island into the ocean, 
killing everyone in the process. Did | 
mention this game is weird? It eventually 
saw release in Europe on the GameCube, 
in English, so this one wasn’t entirely Lost 
in Untranslation - with the right loading 
disc, you can even play a European copy 
on an American Cube! Perhaps, if Cube 
titles ever come to Virtual Console, the 
existence of that English version will make 
it a viable release here in the States. 
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CLOUDING THE 
ISSUE FURTHER 


Remnants of the Jugemu name popped up 
during Super Mario Bros. 3’s original 
English localization - the special cloud 
item that lets you skip a stage is officially 
referred to as "Jugem’s Cloud" in the NES 
game’s manual. At the time of the game’s 
release, my friends and | never really 
thought too much about this name. We 
just assumed Jugem was some sort of 
made-up word, unique to SMB3’s world. 
The name kept appearing in all the official 
publications and even the Super Mario 
All-Stars Player’s Guide. Little did we 
know we were peeking through the cracks 
of game localization at the time! It took 13 
years, but Jugem’s Cloud was finally 
renamed Lakitu’s Cloud for the Game Boy 
Advance port of Super Mario Bros. 3, 
released in 2003. But for many gamers 
who first saw it back on the NES, it’ll 
always be Jugem’s! (Keeping its place in 
our hearts next to "Kuribo’s Shoe.") 


Jugem’s Cloud 
Allows you to pass an action scene 
without playing it. 


\ Super Mushroom 
) Changes Mario into Super Mario, 


Fire Flower 


fanooki Suit 
shanges Mario into Tanooki Mario. ( 
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© LAKITU & SPINY 


Super Mario Bros. collides with traditional Japanese comedy. 


MANY OF NINTENDO'S early games featured refer- 
ences to traditional Japanese culture, folk tales, chil- 
dren’s stories and more. Super Mario Bros. 3 featured 
the ability to turn into a Buddhist monk statue, The 
Legend of Zelda’s Like Like enemies were named as a 
pun on an old Japanese proverb and even Shin 
Onigashima for the Famicom was based on the old 
Momotaro folk story. Many games were influenced in 
this way, and the original Super Mario Bros. was no 
exception! 

A new enemy appears in World 4-1 of Super Mario 
Bros.: a bespectacled, turtle-like foe who rides a cloud 
and throws spiked balls downward. For most fans 
around the globe this enemy is known as "Lakitu," and 
the balls he throws are called "Spiny Eggs." But they’ve 
always gone by very different names in Japan: "Jugemu" 
and "Paipo." 

Both of these names stem from a traditional 
Japanese comedy story about a boy with a really long 
name. Here’s a translation of one version of it: 

There once was a man and a woman who really 
wanted a child. Unfortunately, however hard they tried 
it, just didn’t work out. Finally, though, they had an 
adorable baby boy! 

The mother and father were ecstatic. They asked a 
notable Buddhist priest to give the boy a name that 
would ensure him a long, healthy life. The priest 
thought very hard and eventually came up with one 
filled with auspicious words and the names of others 
who had lived long lives. The name he chose was: 

"Jugemu-Jugemu Gokou-no-Surikire Kaijarisuigyo- 
no-Suigyou-Matsu Unrai-Matsu Fuurai-Matsu Kuuneru- 
Tokoro-ni-Sumu-Tokoro Yaburakouji-no-Burakouji 
Paipo Paipo Paipo-no-Shuuringan Shuuringan-no- 
Guurindai Guurindai-no-Ponpokopii-no- 
Ponpokonaa-no-Choukyuumei-no-Chousuke." 

The length of this name shocked the boy’s 
parents, but they worked hard to learn it and use 
it regularly for their son’s sake. 

"Jugemu-Jugemu Gokou-no-Surikire Kaijarisuigyo- 
no-Suigyou-Matsu Unrai-Matsu Fuurai-Matsu Kuuneru- 
Tokoro-ni-Sumu-Tokoro Yaburakouji-no-Burakouji Paipo 
Paipo Paipo-no-Shuuringan Shuuringan-no-Guurindai 
Guurindai-no-Ponpokopii-no-Ponpokonaa-no-Choukyuu- 
mei-no-Chousuke! It’s time for dinner!" they’d say. 

"Jugemu-Jugemu Gokou-no-Surikire Kaijarisuigyo-no- 
Suigyou-Matsu Unrai-Matsu Fuurai-Matsu Kuuneru- 
Tokoro-ni-Sumu-Tokoro Yaburakouji-no-Burakouji Paipo 
Paipo Paipo-no-Shuuringan Shuuringan-no-Guurindai 
Guurindai-no-Ponpokopii-no-Ponpokonaa-no-Choukyuu- 
mei-no-Chousuke! Let’s go! Don’t get left behind!" they’d 
say before leaving the house to go somewhere. 

Thanks to his lucky name, the boy grew up free of 
sickness and injury. He eventually made friends too, and 
would play with them outside. 

One day, Jugemu-Jugemu (etc.) got into an argument 
with his friend and hit him on the head. A big bump 
appeared on the friend’s head. The friend cried and ran 
to Jugemu’s house to tell on him. 

"Jugemu-Jugemu (etc.)’s mom! Jugemu-Jugemu 
(etc.) was really mean to me!" he bawled. 

"Oh, my," said Jugemu-Jugemu (etc.)’s mother. "What 


did my little Jugemu-Jugemu (etc.) do?" 

"Waah... Jugemu-Jugemu (etc.) hit me on the head 
..." the boy replied in tears. 

"You're crying so much I can’t understand you. Just 
what did my Jugemu-Jugemu (etc.) do?" 

"Well, Jugemu-Jugemu (etc.) got in an argument with 
me and then Jugemu-Jugemu (etc.) hit me in the head 
and then | got a big bump on my head." 

"What? My Jugemu-Jugemu (etc.) hit you on the head 
and gave you a bump? Let me see. Huh? | don’t see any 
bumps." 

"His name takes so long to say that the bump already 
went away, Ma’am." 

We can see how the Japanese Super Mario Bros.’ 
"Jugemu" and "Paipo" are references to this silly, tradi- 
tional story. But the big question now is where does the 
name "Lakitu" come from? I've been trying to track 
down answers to this mystery, so if you have any ideas, 
let me know! - CLYDE 


Got insider info to pass along to Clyde? Reach him and 
read more articles like this at legendsoflocalization.com! 


FIRST 


APPEARANCE 
EARTHBOUND 64 
(CANCELLED) 


Fans in North America 
got some of their first 
looks at Lucas through 


the coverage of the in- 
progress EarthBound 
64 in Nintendo Power’s 
final ’90s issues. The 
game debuted at Space 
World ’99 starring a 
Lucas that didn’t look 
much at all like the 
final version of the 


hero who starred in Ryukkais one of the central 
Mother 3 seven years characters. The boy often 
He's the most popular Nintendo mascot to still not have a game in his later. He had at least En ee a 
5 5 S ö 9 x 5 three different looks as : s 
own series starring him made available in English. Luckily, Lucas has made the flailing EB64 tried many wild animals and dan- 


. 5 : | 9 . to find its footing! gerous adventures. 
his name known internationally anyway! Let's show him some PK Love. i 


Half a decade later, the EarthBound 64 Not to be deterred, Lucas made his Until DLC characters were confirmed! 
project’s story and characters were American debut through Super Smash After Mewtwo, Lucas became the second 
revived for Mother 3 on GBA! Bros. Brawl, as a playable fighter! add-on fighter, in illustrious company. 


Will that be the end of Lucas’ career, or 
are we just at the beginning? If his 
English debut is coming, all bets are off! 


at 
HR] 


Beginning his career with a failure, Lucas’ But, as you know full well by now, the But when the initial cast was finalized for 
first game would have been EarthBound third Mother game has languished with the next Smash sequel, Lucas wasn’t a 
64, but it got canned and he got shelved. no official English version for 10 years. part of it. Ness repped EarthBound solo. 


At first glance, Lucas appears to be nothing more than a Originally, Lucas was meant to replace Ness as 
blonde version of Ninten or Ness, the heroes of the Mother the EarthBound series’ representative in 2001’s While he played second fiddle to Ness in the 2008 Smash 
series’ first two games (he’s even sporting the same style Super Smash Bros. Melee, since EarthBound 64 (even having to be saved by him in cutscenes), the script was 
of striped shirt). But his story, and his connection to his was supposed to have come out just before then. flipped when Lucas’ trailer for the latest Smash portrayed him 
family, are all his own - the glue that binds a great game. Instead, Lucas became Ness’ clone in Brawl. leaping into action to save Ness instead. The tables turned! 


BY LUCAS M. THOMAS 


Sa 


Incredible Cowlick 


PSI-Focusing Fingers 


“That boy has PSI powers, 
which he can use for different 
kinds of attacks. But the poor 
little guy’s had such a hard life.” 


Shoes That a Hot Dog 
Vendor Would be Proud Of 


vr 
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THE SAME NAME 


As my own name is Lucas, you can be 
sure that I’m an especially big fan of 
this superstar psychic kid! (It’s quite 

satisfying to win a match in Super 
Smash Bros. and hear the announcer 
say, "The winner is... Lucas!") This 
Lucas isn’t the only Nintendo hero to 
carry our same name, though, as 

the default name for the male Trainer 

in Pokemon Diamond, Pearl and 

Platinum was Lucas as well! 


Fist of Determination 


Shorts; Comfy, 
and Easy to Wear 


HIS TWIN BROTHER 


Lucas isn’t the only striped-shirt wearing kid to 
show up in Mother 3 - in fact, he’s not even the 
only one in his own family! That’s because Lucas 
has a twin brother named Claus. (Rearrange the 


letters in either name and you can make the other 
one.) Though Lucas is the one who's clearly the 
star of the show, Claus also plays an important 
role in the story. One of Lucas’ alt color options in 
Smash makes him look like his brother, too! 


WARP ZONE 


THE 23RD ISSUE of Nintendo Power had an odd, 
seldom-talked-about title for its cover story in 
Power Blade, and the 24th issue followed up on that 
in much the same manner with Vice: Project Doom. 
Though you don’t hear very much about it these 
days, it did feature three unique types of gameplay 
from different viewpoints, covered throughout 12 
pages. 

Other titles featured for the month of May 
included retro-styled fun of a different sort with 
The Rocketeer and The Lone Ranger (whose maps 
shared poster space opposite Disney’s TaleSpin), as 
well as The Adventures of Lolo Ill on the Nintendo 
Entertainment System. Meanwhile, the Game Boy 
saw a surge of new titles with four pages each of 
Mysterium and Gauntlet Il, along with Battle Unit 
Zeoth, Nintendo World Cup, Spot: The Video Game 
and The Chessmaster. 

In the Top 30, Super Mario Bros. 3 continued its 
15-month domination over all before it, though 
runners-up Teenage Mutant Ninja Turtles Il: The 
Arcade Game and Mega Man 3 had comparatively 
impressive standings that kept the gap following 
the top spot from being as wide as it had been pre- 
viously. And while values aren’t assigned to the 
Game Boy’s Top 10, it managed to mirror its console 
big brother with Super Mario Land sitting atop the 
charts with TMNT: Fall of the Foot Clan right behind, 
and Dr. Mario, in third place, faring better than its 
color console counterpart. 

Howard and Nester’s comic adventures took 
them into the world of Monopoly, highlighting the 
game’s auction system in the process. They weren't 
alone in their four-color adventures - at least not in 
the greater sense of the magazine - as eight pages 
were dedicated to introducing the world to the 
Battletoads. Unlike its infinitely more infamous 
cartoon counterpart (yet oddly mirroring the 
journey of Captain Nintendo becoming Captain N), 


LLL BE GOING, 
NOW. JUST 
REMEMBER 
ME WHEN 
YOU'RE IN 
TROUBLE. 


ILL NEVER 


SO LONG HOWARD! GOOP LUCK! 


this story tells the tale of three professional video 
game players who are warped into the video game 
world they’d long dominated to become the Toad 
Trio. 

Getting out of jail (which was anything but free) 
wasn’t the only appearance for Nester, as he also 
appeared to host the Nintendo Power Awards ’90. 
"3" was the lucky number this year, as most of the 
top awards were swept by Super Mario Bros. 3, 
Castlevania Ill: Dracula’s Curse and Mega Man 3. 
TMNT II: The Arcade Game did lay claim to "Best 
Bad Guy" and "Best Simultaneous Multi-Player 
Game," though, while Shadowgate captured "Most 
Innovative." In the end, the best of the best fell to 
Super Mario Bros. 3 on the NES and TMNT: Fall of 
the Foot Clan for Game Boy. 

Hudson Hawk gained buzz through a themed 
scavenger hunt as the Player’s Poll prize, and being 
part of a Pak Watch lineup headlined by Tecmo 
Super Bowl and featuring Super R-Type and Hole in 
One for the newly revealed Super NES, which 
closely resembled the console we know and love 
today, but sported a different logo at this point. 

For June 1991’s Volume 25, the Battletoads 
arrived in full force with a cover and an absolutely 
enormous 36 pages of coverage featuring maps, 
tips and even more comics that continued the story 
from the previous month. The coverage wrapped 
with talk of even more Toad titles, stating that an 
NES sequel, a Super NES game and an arcade game 
were "just a few" of the things in the works. (Of 
those, the NES sequel is the only one not to come to 
pass.) 

Four pages were dedicated to the recently 
unveiled Super NES, highlighting the technical 
capabilities of the platform and prototypes for the 
North American design with the promise of a look 
at the games in the next month’s issue. Six pages of 
coverage went to Day Dreamin’ Davey, while three 
pages and one half of the poster (opposite Super 
Spy Hunter, featured in Now Playing) went to NES 
Open Tournament Golf, as well as the Player’s Poll 
prize of the month: Mario's golf cart and two sets of 
clubs (that | wanted to win so badly)! 

In the Top 30, Super Mario Bros. 3 was finally, 
narrowly dethroned by TMNT Il, while Mega Man 3 
held fast in third and StarTropics broke into the Top 
10, landing in fifth place. For the Game Boy’s Top 
10, a repeat of the previous month’s top three picks 
capped off coverage of The Hunt for Red October, 
Fortified Zone and Super R.C. Pro-Am. 

Pak Watch closed things out with a look at Bill & 
Ted’s Excellent Video Game Adventure, The Little 
Mermaid and Rockin’ Cats, plus titles based on 
Robin Hood, "The Hook" and RoboCop 3! - DAVID 
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ISSUE #25: JUNE 1991 
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HOWARD RIDES OFF INTO THE SUNSET 


You might have noticed no mention of Howard and Nester’s adventures for Volume 25 above, and that’s because it 
deserves special mention - as it was Howard's last issue with the magazine. After helping his longtime friend "The 
Lone Nester" out of a sticky situation, former Nintendo Fun Club President Howard Phillips passed his bow tie off to 
Nester and rode off into the sunset - literally, in the case of his comic counterpart. Outside of the funny pages, the 
real-life Howard was ending his 10-year tenure at Nintendo of America and departing for new frontiers as the 
Executive Producer of Video Games and Learning Products for Lucasfilm Games. "Since I’ve evaluated Game Paks at 
Nintendo for many years, moving on to development is a logical step that will have me more involved with video 
games than ever," he wrote in his departing letter on the last page of the magazine. With Howard gone on to new 
ventures, Nester would carry on with his comic adventures solo. But it would never be the same again! 
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NF: How did you first get interested 
in game localization? 

Largely just by being a gamer. 
I’m fortunate enough to have a 
brother who’s nearly nine years older 
than me, so I’ve been gaming since | 
was about 3, sharing his systems and 
games before eventually getting 
systems and games of my own. | dis- 
covered full-fledged JRPGs through his 
Sega Genesis with Phantasy Star II, 
then went on to become a huge Final 
Fantasy fan on my own NES and SNES 
consoles. 

Growing up, RPGs (particularly of 
the Japanese variety) consumed much 
of my free time, and | was aware from 
the very start that most of the ones | 
was playing originated in Japan. As | 
got older, | also became a huge fan of 
anime, and with all the Japanese 
media I was consuming in my free 
time, it should come as no surprise 
that | elected to take Japanese for my 
college language requirement. Even- 
tually, this culminated in me switching 
from a Computer Science major to an 
English & East Asian Studies double 
major, and | even studied abroad in 
Japan for one magical summer prior 
to my senior year. After graduation, | 
immediately enrolled in the JET 
Programme and moved to Japan to 
teach English at a couple junior high 
schools in rural Miyagi prefecture, 
where | found myself becoming an 
avid import gamer in my spare time. 
(Wait ... does it count as "import" 
gaming when you're living in Japan?) 

Naturally, | also began dabbling in 
fan translation at that time (including 
subtitle translations for the Popolo- 
Crois anime), and my particular set of 
interests and rudimentary skills 
wound up getting me a job in the 
video game industry once | got back 
home to the States, eventually landing 
me my position at XSEED Games 
several years later. 


When did you start at XSEED, and 
what are some of the titles you’ve 
worked on since then? 

It was Ken Berry, Executive Vice 
President at XSEED Games who wound 
up reaching out to me with an offer, as 
I'd emailed him numerous times in the 
past whenever a new Falcom title was 
released in Japan, heartily suggesting 
he look into acquiring it for localiza- 
tion. | was (and still am) a huge fan of 
Falcom’s games, and little did | know 
XSEED had just established a partner- 
ship with them. Knowing my past 
experiences in translation, as well as 
my passion for Falcom’s games, Ken 
set me up with an interview and | 
wound up getting hired within a week! 


| officially began work at XSEED 
Games on May 3, 2010, with editing for 
Ys Seven as my very first project. I’ve 
since been credited in over 40 titles 
during the last six years, and while my 
contributions to many of them were 
fairly minor, | did considerable trans- 
lation work on titles such as Fishing 
Resort, Sumioni: Demon Arts, Way of 
the Samurai 4, Corpse Party: Book of 
Shadows, Akiba’s Trip: Undead & 
Undressed and Onechanbara 22: 
Chaos, as well as considerable editing 
work on most of our Ys titles, 
Wizardry: Labyrinth of Lost Souls, 
Ragnarok Odyssey, Rune Factory 4, 
Senran Kagura Burst, The Legend of 
Heroes: Trails in the Sky and Corpse 
Party: Blood Drive. 

The projects I’ve been the most 
involved in, however, are the three 
upon which | somehow wound up 
being both translator and editor alike 
- which I certainly didn’t mind, since 
Corpse Party, Brandish: The Dark 
Revenant and Return to PopoloCrois: 
A Story of Seasons Fairytale were all 
amazingly fun projects to work on and 
are easily three of my favorite games 
in XSEED’s entire library. | feel 
honored to have made it possible for 
English speakers to play them. 


Return to PopoloCrois was your most 
recent project, and you’ve shouted 
from the rooftops that you area 
huge fan of the PopoloCrois fran- 
chise. What is it about Prince Pietro 
and his world that captured your 
imagination so strongly? 
Before | ever played any PopoloCrois 
games, | watched the first of the two 
TV anime series based on the fran- 
chise, and the character of Prince 
Pietro himself - the protagonist of 
most things PopoloCrois — is what 
really drew me to the series. It’s cer- 
tainly not uncommon to encounter a 
spunky, naive young boy as your RPG 
hero, but few RPG heroes have that 
same sense of genuine valor and 
determination that Pietro exudes. He’s 
an endless optimist who always tries 
to find the good in other people, 
making little distinction between 
"good guys" and "bad guys." And no 
matter how much he may fail, he 
never stops trying to set things right. 
There’s one scene in particular that 
really grabbed me, and made me the 
series fan | am today. It’s from Episode 
18 of the first anime, where Pietro is 
traversing a forest of illusion that 
keeps throwing obstacles at him 
designed to make him give up his 
quest. One of these obstacles is a 
vision of himself as an old man who 
never did complete his mission, living 


alone and dejected in retirement. The 
old man (whom Pietro does not recog- 
nize as himself) invites Pietro to stay 
with him and keep him company, 
offering comfort and luxury for the 
rest of his days. Pietro, in turn, offers 
the same: Extending his hand to the 
old man, he asks him to join the party, 
suggesting that even if he’s gone a 
whole lifetime without achieving his 
goals, he could very well find what he 
seeks tomorrow. This never-give-up 
attitude so moves the old man that the 
illusion is broken and Pietro is able to 
continue onward to the next obstacle. 

I've made this comparison before, 
but | almost feel like the PopoloCrois 
series creator, Yohsuke Tamori, is the 
Gene Roddenberry of Japanese 
fantasy. Roddenberry’s vision of the 
future in Star Trek was incredibly 
unique because it was so positive, 
despite the market at the time being 
flooded with a nearly endless sea of 
sci-fi that depicted nothing but post- 
apocalyptic futures. Similarly, Tamori- 
sensei’s fantasy land of knights, 
dragons and witches isn’t about 
warring factions and conquest, but 
about the many adventures of a pros- 
perous fairytale kingdom’s just and 
honorable royal family. 

Return to PopoloCrois is absolutely 
no different, with Prince Pietro being 
just as optimistic, naive and noble as 
ever. He’s a role model in every sense 
of the word: a character kids can look 
up to, and even adults can learn from. 
As aresult, the game just feels incred- 
ibly inviting, drawing you in and 
making you want to see the story 
through to the end because, gosh darn 
it, Prince Pietro and his friends are 
just so inherently likable that you can’t 
help but root for them all and become 
invested in their adventure! 


While working on Return to 
PopoloCrois, you also wrote some 
blog posts giving fans a sneak peek 


Believe you can fry 


Leave it to the pros 


into the work going on behind the 
scenes. Normally, the game 
translation/localization process is 
totally obscured from the public. 
What inspired you to pull back the 
curtain? 

We've always been a little more public 
than many publishers, possibly due to 
the fact that we’re so small (at 
present, XSEED Games only has 16 
in-house employees) and thus work a 
lot more closely with each other and 
with the fans than we would if we 
were large enough to adapt an 
"assembly line" sort of mentality. 
Basically, if we can tell you what’s 
going on behind the scenes, we will - 
the only time we hold back is when we 
have to, due to NDAs or legal issues. 

I think doing this "humanizes" us a 
bit more to the fans, showing that 
we’re not just automatons but actual 
human beings who spend long hours 
poring over Excel spreadsheets and 
making sure every line of text fits the 
context of the scene in which it’s dis- 
played. 

Also, in my case, my absolute ado- 
ration for the PopoloCrois franchise 
meant that nobody could stop me 
from yammering on about it even if 
they wanted to! 


Recently, some game localizations 
have been met with criticism for 
relying too heavily on memes in 
translating their text, or for 
removing elements that were 
present in the Japanese versions. Is 
there a point when localization can 
pull a game too far away from its 
original source material? 
| definitely favor sticking as close as 
possible to the original source 
material. That does not, however, 
mean that | prefer rote translation to 
localization, as a lot of people seem to 
these days - quite the opposite, in 
fact! 

| believe localization is absolutely 


What a nice kitchenette! Unfortunately, | haven't i 
ever had much success cooking. Even just frying an 
_ egg usually results in fire and heartbreak. *sigh* Y | 


crucial to delivering a product that 
remains true to the original work both 
in meaning and tone alike. Japanese 
and English have completely different 
linguistic roots and share almost no 
grammar structures or common 
idioms - they’re very nearly as differ- 
ent as two languages can possibly get. 
As such, | feel that rote translation is 
rarely even serviceable for true under- 
standing of the material. 

It’s up to people like us to read the 
original Japanese and determine not 
just what’s being said, but how it’s 
being said, to whom it’s being said and 
what emotional effect it’s meant to 
convey to the player. We then essen- 
tially have to write a new line from 
scratch that delivers the same basic 
meaning, tone, context and emotional 
impact as the Japanese, and the 
resulting line may actually end up 
being quite a bit different than the 
original. This can easily go very wrong 
if it’s done poorly, so having a skilled 
translator and editor on the job is 
absolutely paramount. 

Ultimately, though, | feel the 
biggest determining factor as to 
whether or not a localization works is 
the intent of the localizer. If you’re 
removing or changing material 
because you find it personally offen- 
sive or you fear it might offend your 
playerbase, then | believe you're 
changing the underlying meaning of 
the original work and thus censoring 
its content. If you’re removing or 
changing material because it’s "too 
Japanese" and you worry fans won't 
understand it, then | believe you’re 
patronizing the fanbase and essen- 
tially "Westernizing" the overall expe- 
rience. 

If you’re changing material in an 
effort to deliver an experience that’s 
closer to that of Japanese players, 
though, then | believe you are localiz- 
ing. You may not be localizing well, 
mind you, but as long as your heart’s 
in the right place, | salute the effort. 


XSEED’s translations have seemed to 
stick closer to the games’ original 
Japanese presentations. Has that 
been a deliberate strategy, or just a 
coincidence? 

That’s definitely deliberate. Our 
fanbase knows that we specialize in 
games from Japan, and Japanese 
games have a very distinctive style to 
them. If we didn’t love that style our- 
selves, | don’t think we’d have ever 
taken these jobs in the first place! 


With Return to PopoloCrois, were 
there any particular challenges 
stemming from the fact that so many 


Of course. Look at you! You're shaking. You've 
been through a lot in here too, haven't you? 


of the series’ previous games never 
made it to America? Did the 
Japanese version just assume 
players were already familiar with 
Pietro and his friends, for instance? 
It did, but that didn’t create any 
problems since every one of Prince 
Pietro’s adventures is very much 
meant to stand alone. There are recur- 
ring characters, and certainly more 
than a few nods to his previous 
exploits, but everything is summarized 
very succinctly during the game’s intro 
for newcomers to the series, making it 
extremely easy to pick this game up 
and play it even if you have no idea 
who any of these characters are. 


What are any other difficult parts of 
the translation and/or localization 
process that might be unknown to 
players? 

Getting started is always one of the 
toughest parts, because every little 
decision you make can have conse- 
quences that span the entire project. 
Picking a font, for example, ultimately 
determines line length limits, thus 
setting in stone how much space you 
have to work with when translating - 
basically, how big your canvas will be. 

There’s also the matter of deter- 
mining whether or not you even have 
all the game's text, or if the develop- 
ers forgot to include a crucial file or 
two. Nothing’s more frustrating than 
having a localization schedule all 
worked out, only to realize you’re 
seeing some text in-game that you 
absolutely cannot find in any of the 
files you’ve received thus far. So you 
ask the developers about it, and they 
suddenly send you a new file with 
3,000 extra lines you didn’t know still 
needed translation. Whoops! 

Once you've spent a good deal of 
time on a single project, though, 
issues like this tend to fade away, 
since the font’s already been set and 
you've had plenty of time to find any 
rogue text. But at the start of a new 
localization, you just never know what 
unexpected horrors may await you! 
And on projects with particularly huge 
scripts, this "jitter period" lasts expo- 
nentially longer. 


Rumor has it that Nintendo started a 


localization of Mother 3 years ago, 
then put the project on hold after 
getting stumped on how to localize 
some of the game’s content. Have 
you ever run into a stumbling block 
like that with one of your projects? 
Honestly, not really. This relates a bit 
to one of my above answers, but | 
think it’s fair to assume that the play- 
erbase is aware they’re enjoying 
games from another culture, and | 
think most of them are prepared to 
accept a bit of "Japaneseness" if the 
need arises. Obviously, if the localiza- 
tion can clarify something that’s dis- 
tinctly foreign, that would be the best 
possible solution — but if there’s liter- 
ally no way for something to make 
sense in English, that just means you 
might have to bust out an old fan 
translation staple: the translation 
note! Include information in the 
instruction book or e-manual, on the 
product website or even in-game to 
help fans acquaint themselves with 
the concept in question, and | think 
that would be enough to satisfy the 
vast majority of gamers. After all, 
there’s no reason players shouldn’t 
learn a thing or two about another 
culture while enjoying their video 
games, right? 

This has been done with relative 
success on anime VHS and DVD 
releases in the past (publisher 
AnimEigo was particularly well known 
for this), but strangely, I can’t recall 
ever seeing it done with video games. 

In our case, though, it’s never been 
done simply because we’ve never 
encountered something so utterly 
foreign that the idea couldn’t be 
conveyed with English. The thought of 
such a thing happening has certainly 
crossed our minds before, however 
(and may even be rearing its head in 
one of our current projects), so | guess 
time will tell how we end up dealing 
with it! 


XSEED’s been around for over a 
decade now and translated tons of 
games in that time, but what are 
some untranslated games from 
before XSEED was founded that you 
wish had been released in English? 
Oh, there are so very many! 

When | lived in Japan back in 2001- 


2003, my weekend hobby was trolling 
used game shops for cheap games I’d 
never heard of before, and snatching 
them up to see if they were any good 
(and I’ve continued this tradition digi- 
tally ever since). Most of the time... 
no, they weren't. Let’s just say, there’s 
a reason a lot of games fade away into 
obscurity! 

Every now and again, though, | dis- 
covered an absolute gem this way, and 
a lot of those gems have gone on to 
become some of my favorite games of 
all time. Admittedly, due to the time 
period when | lived in Japan, the 
majority of cheap used games | pur- 
chased were for the PlayStation or 
PlayStation 2 (apologies for the 
taboo!), but included some absolutely 
amazing unsung masterpieces like 
Moon: Remix RPG Adventure, PAL: 
Legend of the Holy Dog, Community 
POM, The Adventures of Robin Lloyd, 
Addie’s Present: To Moze From Addie, 
Weltorv Estleia, Lindacube, Coloball 
2002, Endnesia, Abarenbou Princess 
... the list goes on. 

I did also discover some pretty neat 
Nintendo titles, though, including 
GIFTPiA and Chibi-Robo for the 
GameCube (the latter of which eventu- 
ally came out in English and is a fan- 
tastic game | wholeheartedly 
recommend) and Tomato Adventure 
for the Game Boy Advance, as well as 
a handful of interesting Dreamcast 
titles like L.O.L. Lack of Love and 
Napple Tale: Arsia in Daydream. Heck, 
| even learned about some pretty cool 
Saturn games around that time, like 
proto-Vanillaware’s Princess Crown 
and Red Entertainment’s ridiculous 
Far East of Eden: The Apocalypse IV. 

Every one of these is a game I wish 
had been released in English, and | 
would’ve loved to work on any of 
them. When you start to dig into 
Japan’s extensive library of unlocal- 
ized titles, it’s kind of staggering how 
many great games there are! 


Finally, if you could have any super 
power, what would it be and why? 
The power of persuasion! "Localizing 
this obscure, niche game would be a 
gooooood idea! People will buuuuuuy 
it, because it’s goooooood!" (turns to 
gamers at large) "You will buuuuuy 
this game, and you will looooocoove 
it!" 
No more passing on great games 
because there’s no way we could ever 
make a single dime off of them. 
Instead, if it’s good stuff, it'll sell! And 
acquiring tricky licenses would be no 
problem either, because - again - 
power of persuasion, baby! What a 
fantastic world that would be... 
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COMIC BREAK 


the sitcom starring ao final’ boss and an 
obnoxious ‘905 video game mascot 


Hello again. 


I'm the Localization Coyote” My job is to 
Spread fames to other countries by translating 
them into other languages.” 


Today's a big day? The head honcho of Corporate Consulting 
ond Marketing Firm #27 has called me 
to help with the studio’s newest detective fame??? 


Oh sure! 

I have TONS of ideas for 
“Pop the Top T garashi’ s 
Fun-J ump Detective 
Club Sandwich Mysteries: 
Second Story Buildin 9!” 


First, we could chan ge-- 


m uh, are... are you sure about this? 


Japanese grammar is very differ-- 


The guilty p mm to mouth-stop. his 
omn lowe-per terminated unlawfully! 


How kno This recording look 
well understand! 


THE OTHER WHAT IS 
HO LONGER EHOW 
SOMEHOW!!! 


BY LINDSEY LAYNE KING 
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REVIEWS 


To Luxen 


BRAVELY DEFAULT WAS a breath of 
resh JRPG air when Nintendo brought 
it to America in 2014. The Square Enix- 
developed adventure featured a style 
highly reminiscent of classic Final 
Fantasy RPGs - namely the job- 
focused battle systems of Final 
Fantasy III and V - and a lot of old- 
school throwback tropes and struc- 
ure. Default’s main goal was to 
streamline the traditional RPG, and it 
was mostly a success, even if it fell 
apart a bit in the back half as it 
stumbled over some unique repetitive 
narrative concepts. 

The same team went to work on a 
sequel, called Bravely Second: End 
Layer, which came out in Japan over a 
year ago and has now at last arrived in 
English. Second is, in a lot of ways, a 
slavish follow-up to what came before 
- but that’s not necessarily a bad thing 
since Default’s job system and battle 
mechanics were great. 

The new game picks up the action a 
few years after the first, and things 
aren’t all sunshine and daffodils in the 
land of Luxendarc. Agnes Oblige, who 
was a playable character in the first 
game, is kidnapped by the rising 
villain Kaiser Oblivion, the leader of 
the vile Glanz Empire. The Kaiser, 
accompanied by an evil fairy named 
Anne, kicks off the game by defeating 
the new hero, erstwhile young lad Yew 
Geneolgia, in battle. After suffering 
defeat, Yew recovers and soon realizes 
he can communicate with the captive 
Agnes through a pendant. Shortly 
after, he sets off to save her, picking 
up a few friends to round out his party 
along the way. 

Returning are Tiz Arrior and Edea 
Lee, who are both welcome sights, as 
both Tiz and Edea are entertaining 
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characters, even if Edea too easily 
slides into a state of perpetual annoy- 
ance. The other new hero is Magnolia 
Arch, a Ba'al Buster (seriously; there 
are ample amounts of giggle-worthy 
male anatomy puns throughout) from 
the Moon who speaks in a French 
accent. She’s kind of ridiculous, but in 
a "well, they sure went for it with this 
French Moon person concept" way. 
Contrasting with Yew, the other three 
look even better, but that’s mainly 
because Yew is dangerously close to 
being insufferable. He’s your typical 
overexcitable and stupidly optimistic 
hero, and he helps to drag downa 
story that, aside from some novel nar- 
rative twists later on, isn’t that 
exciting to begin with. 

Fortunately, the failings of the 
story and characters don’t do much to 
soil the finest parts of Bravely Second. 
The battle system, which is nearly 
identical to Bravely Default’s, is 
superb. For those who don’t know how 
it works, it’s your typical turn-based 
battle system at a glance. The twist is 
you can Brave or Default each turn. 
Braving lets you execute more actions 
at once at the expense of skipping 
future turns, while Defaulting lets you 
defend and store up actions for later 
turns. It adds so many more layers of 
strategy as you try to deftly stack your 
attacks to lay the hurt on foes. 

The other centerpiece of Second’s 
combat is the job system. As you 
progress, you earn "asterisks" that let 
your characters take on different jobs, 
ranging from standard stuff like 
Wizard and Swordmaster to weird, 
esoteric stuff like Catmancer and 
Patissier (a.k.a. pastry chef). Each one 
features unique abilities that get 
better as your job level (separate from 


darc Once More 


the regular level) increases. This 
system lets you customize your char- 
acters however you like, and through 
smart combinations of skills, you can 
make super fascinating and dynamic 
heroes. 

But most of that was in Default. In 
Second, they streamline everything 
even more so. The auto-battle system 
is far more in-depth, as you can easily 
swap between different pre-made 
movesets for your party. Additionally, 
if you beat a random foe on the first 
turn, you get an option to fight more 
enemies for an experience and money 
multiplier. If you keep on beating up 
easy enemies on their first turn, you 
can grind with supreme expediency. 
Grinding isn’t really necessary, but the 
unique multiplier mechanic is actually 
fun, providing a new look when you go 
through areas you already conquered. 

Of course, instead of fighting 
random enemies, you can change the 
in-game encounter rate to -100% and 
fight no random foes at all. Instead of 
being tucked away in a settings menu, 
the slider that lets you see the random 
encounter rate is just a button press 


1 Ly 4 


Freelancer 


Ly 
Charioteer 


away. Bravely Second is filled with 
smart user interface options like this, 
making it a joy to play through. 

The sleek design doesn’t extend to 
the story, though, as that is still gla- 
cially slow at times. Even more so if 
the original is fresh in your mind, as 
areas are reused from it. However, old 
jobs and old areas are repurposed in a 
more engaging way, as they’re almost 
all relegated to sidequests. The side- 
quests have you run into former 
bosses from Default who are seem- 
ingly reformed and at odds with one of 
the other bosses. Each sidequest ends 
with a decision of which boss to fight, 
and that’s when you can decide which 
job you have access to. Of course, that 
means to get every job, you need to 
go through New Game+. 

Bravely Second is a much better 
experience than Bravely Default, 
thanks to even smarter modern design 
and lessened repetition. It’s still a 
slow-paced, epic-to-a-fault RPG, but if 
you want to experience a long adven- 
ture that calls to mind old-school 
RPGs, this is excellent. The jobs are 
more interesting. The combat system 
is wonderfully refined. Bravely Second 
is a superb sequel and stands among 
the upper echelon of 3DS and 
Japanese RPGs. - NEAL 


Build your own spells with the ancient art of spellcraft. RC. 


BRAVELY 
SECOND 


COLLECTOR’S EDITION 


If you’re willing to invest some extra cash, the Collector’s 
Edition set adds a 10-song soundtrack CD and a 250- 
page art book to complement the game itself! 


CENSORSHIP IN ACTION? 


A vocal faction of Nintendo fans has recently begun to take 
offense at some of the localization choices being made by 
developers when bringing Japanese games into English, and 
the controversy for Bravely Second centers on the Hawkeye 
job class, seen above. That job doesn’t exist in 
Japan - instead, there's the Tomahawk class, 
styled after Native Americans. Clearly it’s a 
change that was made to avoid 
offending anyone, but as we’ve 
learned by now, someone’s 
always going to get offended no 
matter what developers do! 


NINTENDO 
SQUARE ENIX 


THE BALLAD OF 
THE THREE CAVALIERS 


Still not sure if Bravely Second is the kind of game for 
you, even after reading this review? Well, you're in 
luck - because you can try it out for yourself, for free! 
Available for download now in the 3DS eShop is 
Bravely Second: The Ballad of the Three Cavaliers, a 
standalone adventure that serves as something of a 
demo for the full game, but not in the traditional sense 
- unlike most game demos, this Ballad doesn’t just 
carve out a piece of the main game to serve to you for 
free. Rather, it’s a self-contained bit of story that intro- 
duces the new hero Yew alongside two other fresh 
faces and functions as a prequel to the main game’s 
events. You can even earn bonuses for the main game! 


Of course, Your Holiness. 
The Three Cavaliers have just arrived in 
Al-Khampis. We await your command. 
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An All-New Wa 


POKKEN TOURNAMENT 


WHILE IT’S NOT uncommon for 
Nintendo to publish three or four plat- 
formers in the course of six months, 
they’ve only put out a handful of 
fighting games throughout their entire 
history in the electronic entertain- 
ment industry! Whether it’s over-the- 
top originals like the first Killer 
Instinct games, or an unparalleled 
crossover event like Super Smash 
Bros. for the 3DS and Wii U, Nintendo 
only seems to touch the fighting genre 
if they have something truly special up 
their sleeve. 

Such is the case with Pokken 
Tournament, a collaboration with 
Tekken producer Katsuhiro Harada 
and Soulcalibur producer Masaaki 
Hoshino. Unlike Smash Bros. - which 
reinvented 2D fighting games for an 
audience looking for depth without 
the need for complex input system - 
Pokken goes in the opposite direction 
by presenting players with tons of 
intricate fighting mechanics right on 
the surface. While this may feel a little 
overwhelming at first, Pokken makes 


PUBLISHER: NINTENDO 


NACH DEVELOPER: BANDAI NAMCO 


ES PLAYERI 
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sure to reward everyone on board 
with nearly nonstop flash and action. 
It also doesn’t require a ton of physical 
dexterity before you end up neck deep 
in the kind of strategies that might 
take weeks to get to in other fighting 
games - it wants you to see how smart 
and wild it can be right off the bat. 

Pokken also wears its personality 
on its sleeve. You may think you know 
Braixen from Pokemon X/Y, but have 
you ever seen her mount an aural 
assault by singing a pop song into her 
burning stick? Have you ever seen a 
Pikachu cram an electric body slam 
down a Gengar’s throat? Did you know 
that Chandelure is capable of giggling 
like a little girl before becoming a 
lethal laser cannon? Though the game 
has just sixteen playable characters 
(two of which, Shadow Mewtwo and 
Pikachu Libre, share a few animations 
in common with their vanilla name- 
sakes), the level of variety here will 
give players plenty to chew on for 
months, maybe years to come. 

Part of that comes from the way 
the game is laid out. Unlike in Smash 
Bros., where there is one button for all 


yto Battle 


"normal" movies and one for "special" 
movies, Pokken offers three attack 
buttons that may not have the same 
function across all of the characters. 
As if that weren’t enough, each match 
plays out between two distinct combat 
engines that control very differently. 

First is the Field Phase, where the 
game feels more like how Pokemon 
battles are depicted in the anime: 
Characters can move freely on the X, Y 
and Z axes, and everyone has access 
to projectile and homing attacks, as 
well as a host of throws, counters and 
"normal" moves (though most of them 
are anything but). This phase allows 
players a little breathing room to plan 
their strategy, but it usually doesn’t 
last long. 

From there, either a powerful pro- 
jectile attack or a well-placed melee 
attack with trigger Duel Phase, where 
things play a lot more like a tradi- 
tional 2D fighting game. Some buttons 
suddenly perform different attacks 
than they did in Field Phase, and you 
can now only move in two dimensions. 
The switch feels disorienting before 
you know to expect it, but this is also 
where the action really heats up, with 
bigger potential for combos, mix-ups 
and mind games. 

You'll be able to get away with 
button mashing for a little while if you 
choose, but you’d be doing yourself a 
disservice if you didn’t run through 
the tutorial mode at least once. Here 
you'll learn how to use Up + X to come 
crashing down on a crouching attack 
with an overhead maneuver, break an 
opponent’s combo with a charged X + 
A counter, perform juggles, cancels, 
guard crushes, stat buffs/ nerfs, 
assists, synergy burst supers and 
other techniques that you may acci- 
dentally pull off by hitting buttons 
randomly, but could easily start to 
utilize with intention after a few 


minutes of practice. 

There’s plenty of time for that 
practice in the game’s campaign 
mode, which is probably the biggest 
double-edged sword in Pokken’s 
bursting bag of tricks. It’s a lengthy 
journey, allowing you to level up your 
Pokemon in the traditional JRPG 
fashion, unlocking new support 
Pokémon (up to 30 in all), two more 
playable characters, new stages, tags 
for your online profile and outfits for 
you and your pal Nia as you go. 

Oh, and about Nia: She’s a bit dif- 
ferent than other Pokemon world 
ambassadors. More like Doc Louis 
from Punch-Out!! than Professor Oak, 
she sits alongside you in every match, 
giving advice and compliments before, 
during and after battle. Also like Doc, 
she can give you stat boosts between 
rounds in the form of cheers. She even 
has multiple types of cheers which you 
can unlock through (you guessed it!) 
more battles. The amount of unlock- 
ables here really is a sight to behold, 
though most of them are only 
cosmetic. 

Most of the battles in the campaign 
mode feel similarly shallow, as the dif- 
ficulty remains low throughout. 
Spamming projectiles and using your 
synergy burst whenever possible will 
be enough to get through most of it, 
which would be fine if there weren't so 
many battles to wade through until 
the end. If they had cut the amount of 
battles in half, or integrated some of 
the lessons and special win conditions 
from the tutorial mode into the 
campaign, that would have done a lot 
to make the long road to victory less 
tiresome. 

All in all, Pokken Tournament is a 
vibrant invitation to a new kind of 
fighter, one that allows relatively new 
players to pull off complex, pro-level 
play pretty quickly. The poorly paced 
campaign is far from enough to keep 
this plucky young upstart down, so 
feel free to dive right into this all-new 
kind of Poke-battle! - JONATHAN 


THE TALE 
OF SHADOW 
MEWTWO 


Like most "side story" Pokemon games, 
Pokken Tournament does not feature 
any brand-new Pokemon. Instead, it 

offers up a brand-new variation on 
Generation 1’s original uber Pocket 
Monster, Mewtwo. Dubbed "Shadow 
Mewtwo," this overpowered, extra- 
mutated ’mon’s lament lies at the heart 
of Pokken’s campaign mode, initially in 
the form of a few seemingly unbeatable 
boss battles, then eventually in a story 
of love and redemption. It’s a cute little 
tale - fitting the style of storytelling 
found in most of the Pokemon films — 
but it takes a little while to run through. 
Thankfully, the campaign rewards 
players with a steady stream of unlock- 
ables, including both "vanilla" Mewtwo 
and eventually, Shadow Mewtwo... 
too. You can also play as Shadow 

Mewtwo using his limited edition amiibo 

card, but you have to scan it every time 
you boot up the game if you want to 

keep him in the ring. 


THIS IS NO TEKKEN 


When Pokken was first announced, many assumed it 
would be a hybrid of the Tekken series’ fighting 
mechanics and Pokemon's special brand of type- 
battling combat. That didn’t turn out to be the case. 
Though a few of Pokken’s fighters have moves that 
seem inspired by some of Tekken’s iconic characters, 
that’s where most of the similarities end. In Tekken, 
each attack button is mapped to a height and a limb 
(high punch, low kick, etc.), making it fairly clear from 
the outset what does what. In Pokken, anything goes. 
One fighter’s Down + A may be a projectile throw that 
hits from half a screen away, while another’s may be a 
teleport or a laser beam. Tekken games are also based 
on a high/mid/low offense vs. defense triangle, while in 
Pokken, the block button defends against attacks of any 
height. Instead, Pokken gives us a throw/counter/ 
normal and an overhead/anti-air/low attack priority 
triangle to chew on - plus projectiles, synergy attacks, 
assists and a lot more for every character. If Tekken 
allows you to dig deep into its systems in three or four 
amazing ways, then Pokken is like 20 overlapping holes 
filled with fighting game science, just waiting to be 
mined by an enthusiastic new audience. 


THE HORI POKKEN 
TOURNAMENT PRO PAD 


Before Pokken Tournament was released for the Wii U, there was talk 
that the only way for a second player to join in the fight would be 
through Hori’s special Pokken Tournament Pro Pad. Thankfully, that 
didn’t turn out to be the case - Pokken is also compatible with the Wii 
U Pro Controller, the Classic Controller and the Wii Remote & Nunchuk 
combo. That leaves the Pokken Pad in a struggle to justify its own exis- 

tence, though - it’s basically a Wii U Pro Controller with no analog / A 
sticks and the ZL and ZR triggers transformed into small buttons sitting 4 EHH i 
near the center of the pad. On top of that, the Pokkén Pad is only com- - d 
patible with one game: this one. So if you try it with Smash Bros., New 

Super Mario Bros. U or even NES or SNES Virtual Console games that 
never required the use of an analog stick, you’ll be out of luck every 
time. It’s Pokken or nothing for this little pad. It’s sort of like a car 
radio that only tunes in one station! (If you’re too young to know what 
a car radio is, ask your parents. But before you do, remind them that 
aging is a natural part of life and it’s nothing to cry about.) On the 
bright side, the Pokken Pad is a wired USB controller, so if you’re 
playing in a competition where even the slightest input lag may lead to 
a lost match (and a loss of cash prizes), then this is the way to go. As 
for the controller itself, it’s sleek and classy, with a matte finish on its 
face and a glossy sheen around its edges. The buttons are sturdy with 
nice pushback, helping the pad to achieve an overall comfortable, 
durable feel. It’s smaller than you'd think it would be - or maybe it’s a 
totally normal size and my brain has just been trained to consider the 
large, screen-equipped GamePad to be the "normal" controller size 
now? This pad’s use may be limited now, but it should enjoy usage 
in the years ahead for gaming on computers, as its USB 
connectivity makes it compatible with PC/Mac games. 


ASK THE 
FORCE 


WHAT JAPANESE 
GAME, MOVIE OR 
TV SHOW WOULD 
YOU LIKE TO SEE 
CROSSOVER WITH A 
NINTENDO BRAND? 


~ ~<a 
= 


<~ 


CHRIS 
I would pay good money 
to see the mischievous 
cast of Lupin team up 
with Waluigi and Wario. 
Some of Lupin’s more 
lighthearted designs 
would mesh well in a 
minigame-heavy project 
like WarioWare, or a 
game like Rhythm Thief. 


LINDSEY 
Clearly the next Mario 
Party should involve the 
cast teaming up with the 
Gaki no Tsukai crew and 
participating in one of 
their infamous punish- 
ment games. "MARIO! 
OUT!" *set on fire* 


DAVID 
What could be more 
natural a fit than Super 
Mario vs. Super Sentai? 
Huh? What do you mean, 
"It’s already been 
done?!" 


as 


REBECCA 
I'd love to see a revival 
of Atlus’ Trauma Center 
series involving Black 
Jack, the rogue, scar- 
faced doctor created by 
Osamu Tezuka. His 
stories involved fantas- 
tic surgeries years 
ahead of their time, like 
hand transplants (the 
manga was originally 
published in the ’705 
and '80s) that would fit 
right into the playstyle. 


w 


LUCAS 
Pokémon X One Punch 
Man. One Punch 'Mon! 


A Civil War of Your Own Making 


DISNEY INFINITY 3.0: MARVEL BATTLEGROUNDS 


DISNEY INFINITY 3.0 is in the best 
position of all the toys-to-life brands. Its 
games have become progressively 
better every time, and the latest entry is 
a beautiful result of the developers’ 
hard work. 3.0 has been received so 
well, in fact, that Avalanche Studios and 
Disney will continue expanding on it as a 
base throughout 2016, instead of 
moving on to developing a 4.0 version. 
Marvel Battlegrounds is the first new 3.0 
expansion in this calendar year, and it’s 
hoping to kick things off on the right 
note! 

. . . But Battlegrounds makes a poor 
first impression. There’s a story in the 
Play Set, but it barely counts for any- 
thing, really. It takes place between the 
Avengers and Age of Ultron movies, 
which sounds amazing on paper. - sadly, 
its tale is less than an hour long, and the 
best thing you get is some witty banter 
between the Black Panther and Ultron. 
This is immediately the biggest misstep 
of the entire Play Set, considering that 
all the other sets have presented their 
plots way better. 

The Play Set also feels different 
because of its gameplay components. 
You won’t complete missions or uncover 
a robust world here, because you’re 
mostly stuck in arenas. On this humbled 
stage, you'll fight against a variety of 
baddies and copies of your Marvel Super 
Heroes. This creates crazy scenarios in 
which you have things like Iron Man 
fighting Iron Man in a battle of the ages. 
It is a funny setup that brings along a lot 
of charm - and charm is the key word 
here, as they’re trying to actively 


MEER PUBLISHER: DISNEY INTERACTIVE 
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engage you in the battling. The various 
Marvel characters from Infinity 2.0 have 
seen some major changes and now know 
a broader range of moves. Together with 
newcomers like the Hulkbuster, you get 
a package that rivals no other. 

Next to the regular battles that you'll 
be facing, there’s also an in-depth multi- 
player mode. With this, you can battle 
against friends or CPU opponents in 
magical 3D arena battles to see who’s 
the best. What’s unique about this mode 
is that you can play it with up to four 
people locally, which isn’t possible 
anywhere else within Disney Infinity. The 
huge amount of players on-screen at 
once makes things constantly hectic, but 
that makes it so much more fun. This sil- 
liness, paired with Virtual Power Discs 
that summon unplayable heroes, will 
bring fans together like never before. 

Now, I know what some of you are 
thinking: "That’s, nice | suppose, but | 
don’t have any Marvel figurines to play 
around with. Will | still have fun?" Yes! 
Luckily, the game makes certain charac- 
ters available for free on a weekly basis, 


while others can be played by using 
special "Trial Coins." This keeps the 
barrier of entry low and it doesn’t 
alienate the big fans either. They can 
enjoy saving their progress and using 
any character they own immediately 
without using any additional methods. 

What is a problem, however, is that 
you can’t play online against people far 
away. Given the online focus of Disney 
Infinity as a whole, I’m quite surprised 
to see it not included at all here! 

Marvel Battlegrounds is a fun experi- 
ment. While the story could have been a 
whole lot better, the fighting is top- 
notch. Fighting with or against popular 
comic book heroes is not only amusing, 
but also a feast of recognition. It’s a 
shame that it has the usual Infinity 
problems (framerate woes and long 
loading times) and that you can’t play 
online, because that 
could have made it 
reach new heights. 
That being said, 


big step up! - DAAN © 


four-player play isa 


An eShop Encore and Much More 


AFTER A BUNCH of individual 

eShop releases, Sega’s marvelous 

3D Classics have now come to retail stores in the Sega 3D 
Classics Collection. While this release isn’t all-inclusive — only 
featuring a little more than a third of all the 3D Classics Sega 
has launched digitally - it’s still a nice package that features 
some absolute gems, including a few that have never been 
released in America before! 

Of the 10 games in the collection (sort of only nine because 
there’s one game hidden, the Master System version of Fantasy 
Zone, that | have no earthly idea how to unlock in this North 
American edition), four are exclusive to the package. All four 
are interesting in their own ways. 

3D Puyo Puyo 2 is a great rendition of the classic puzzle 
game (you might know it better as Kirby’s Avalanche or Dr. 
Robotnik’s Mean Bean Machine). The 3D effect doesn’t add 
much, but to know Puyo Puyo is to love Puyo Puyo. If you’ve 
never played this game before, it’s well worth sinking time into 
this collection. It might not stack up to the nostalgia of the 
Sonic and Kirby editions from the ’90s, but it’s still dynamite 
puzzling fun. 

3D Power Drift is a racing game in a similar vein as Out Run 
and Hang-On, with absolutely radical sprite-scaling graphics 
that look amazing in stereoscopic 3D. It can be a frustrating 
racer at times, but its style is off the chain. Also, it has a totally 
worthwhile secret nestled behind placing first in each race that 
calls to mind other classic Sega arcade releases. 

The other two new games are included as "Extras," and in 
one case, there’s a very good reason for that. The version of 
Fantasy Zone II nestled in that section is a weird "What If?" 
remake of Fantasy Zone II W - a fantastic game that came out 
on the 3DS eShop last year and is also in this collection. They 
are nearly identical, except one version was made as if it came 
out on Sega’s arcade board back in the ’80s. It’s a novel curio, 
but if you want to play Fantasy Zone II, just check out the 
superb version that’s made as if it were a more modern game. 


REVIEW 
REMINDER 


It’s been a long while, 
but we previously 
reviewed five of the 
included games in past 
issues, when they first 
went on sale individually 
in the eShop. Here are 
some Snippets from 
those past assessments. 


3D SONIC THE 
HEDGEHOG 
Sonic is just as enjoyable 
today as it was in the 
90s... as far as I’m 
concerned, this is the 
definitive version of 
Sonic 1. - EMILY 


The last new 3D Classic in this compilation is a game | had 
previously never heard of: Maze Walker (also known as Maze 
Hunter). Originally a Sega Master System release that made use 
of 3D glasses back in the ’80s, this novel top-down game is 
super neat in 3D. The game can get a little obtuse at times, but 
as an Extra in a set of other games, it’s well worth spending 
some time with. 

The rest of the collection is made up of games that you might 
already have if you’ve been keeping up with Sega’s 3D Classics 
releases on the eShop. For the most part, they’re all wonderful. 

While Sonic the Hedgehog isn’t the best the series has to 
offer, the first game is still enjoyable, and even more so with the 
inclusion of the Spin Dash, which originally debuted in Sonic 2. 

As previously mentioned, Fantasy Zone II W is an awesome 
shooter with some totally out-there enemy and world designs. 

Galaxy Force II is an old arcade rail shooter that might make 
you think of Star Fox. It also features some funky environment 
sound effects that recall the arcade experience. 

I'm not the biggest fan of Thunder Blade or Altered Beast, 
but if you’re down for some helicopter shootin’ or some beast 
alterin’, they’re a good way to satisfy those urges, even if they 
aren’t amazing experiences. 

Sega 3D Classics Collection is harder to recommend if you 
already have the five games previously released on the 3DS 
eShop, but it’s a snazzy package with some neat bonuses that 
serves as a fun historical compilation of old Sega classics. There 
is a part of me that wants to say it’s worth a double dip just so 
we see more stuff like it come out in the future, but even if 
you’re only here for Power Drift, Puyo Puyo 2 
and Maze Walker, it still might be worth the 
price of entry for those three on their own. 
- NEAL 


3D ALTERED 
BEAST 
M2’s port makes a 
valiant effort with the 
addition of features like 
local multiplayer, but 
the end result is still a 
primitive action game 
that’s exceedingly short 
and doesn’t hold a 
Roman candle to classic 
brawlers like Final Fight. 
- NADIA 


3D GALAXY 
FORCE II 
It’s remarkable to see 
how much care and 
effort went into this, 
and without making any 
sacrifices either. 
- EMILY 


3D THUNDER 
BLADE 
SEGA 


SENAN M2 did well with what 


they had to work with; 
there just wasn’t very 
much there to begin 
with. - DAVID 
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3D FANTASY 
ZONE II W 


What begins as a 
saccharine jaunt 
through technicolor 
space rapidly morphs 
into a rage-inducing 
nightmare. - TONY 


Control Freak-Out!! 


STAR FOX ZERO 


I POPPED THE disc into my Wii U, 
breathing deeply. | picked up the 
GamePad; my palms began to sweat. | 
watched the opening cutscenes, | 
hyperventilated my way through the 
tutorial stage and | launched into the 
first real level. 

And then | started freaking out! 
How was | supposed to handle this 
thing? This cluster of guys over here 
was shooting at me, but | knew | was 
supposed to try to aim at the other 
guys on the opposite side of the 
screen while keeping my nose pointed 
forward and how was | supposed to do 
a barrel roll and... 

... Whoa. Wait a minute. Take 
another deep breath. 

All anyone has talked about regard- 
ing Star Fox Zero over the past year 
has been the fact that its controls are 
supposed to be really hard to figure 
out. It’s been raked over the coals by 
thousands of players who hadn’t even 
tried it out for themselves yet. 
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It’s yet another casualty in the 
growing line of Nintendo’s first-party 
releases to be dismissed before it even 
hit store shelves, as the angry masses 
have rallied around this one negative 
aspect of its design. 

And you know what? | fell for it. | 
bought into the narrative, worrying 
myself sick that one of my favorite 
franchises was going to be spoiled by 
some impossible juggling act of simul- 
taneous Control Stick piloting and 
motion control gunning. So it became 
a self-fulfilling prophecy - as soon as | 
sat down to play the game for real, I’d 
already made up my mind that | was 
going to have trouble with the 
controls. And so | did. 

For the first few missions or so. 
After that - after | got past 
my initial bout of 


jitters - | calmed down and settled in 
for what is honestly a great Star Fox 
experience. Not a perfect one; far 
from it. But one that is better than | 
feared it would be, when I’d convinced 
myself its controls were broken before 
| even picked up the Pad. 

Here’s how things really play out, 
controls-wise: There are three kinds of 
missions. First are the on-rails, flying- 
into-the-screen levels Star Fox is most 
known for. In these, you do have the 
option of independently directing your 
guns’ aim by tilting the GamePad this 
way and that, but I’ve found it’s not 
really necessary - you can play them 
like old-school Star Fox, firing straight 
ahead, and you'll end up doing fine. 
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Second are the all-range mode 
levels, which turn you loose in an open 
space and let you fly in any direction 
you like. This is where I started to 
freak out a bit, but there was no need 
- again, | let myself relax and slip back 
into the groove of Star Fox 64 and 
completed each mission without too 
much trouble. 

Third - and most difficult to get a 
handle on - are levels that lock your 
TV screen onto a single target, forcing 
you to stare down at the GamePad 
screen to be able to draw your cross- 
hairs over your foes. That’s when the 
controls can be a little too convoluted 
and wacky, because you're pressing 
one direction, but your ship’s flying a 
different way, and your guns are 
pointed toward a third... those are 
the moments when I can understand 
where people complaining about the 
control scheme are coming from. But 
that’s only a fraction of the game. 


So the controls are different, and 
here’s certainly a learning curve 
involved in getting comfortable with 
hem - but they’re nothing to freak 
out about. 

With the elephant in the room now 
addressed, let’s move on to the fox, 
oad, hare and... pheasant? That’s 
what Falco is, right? 

One of the greatest aspects of Star 
Fox Zero is its world-building and rep- 
resentation of its characters. The fully 
voiced chattering that Fox and the 
gang had going on back in 1997’s Star 
Fox 64 is one of the reasons | fell in 
ove with this franchise in the first 
place, and all of these characters are 
right back in that same spirit, with | 
believe most all of the same voice 
actors bringing the Lylat System to life 
ike never before. With each all-new 
ine of dialogue and all the old classics 
(you know Peppy’s catchphrase), | was 
grinning from ear to ear. And props to 
he sound design team for giving us a 
reason to turn on the volume slider on 
he GamePad itself! 

I’m less enthused by the fact that 
he core storyline here is yet another 
retread of the Star Fox team’s same 
origin tale. We got an "introducing 
Star Fox" story in the first game back 
on the SNES. Then Star Fox 64 was a 
remake of that, adding in new 
elements and characters like the Star 


Wolf team and Fox’s father, James. 
Then, after years of sequels that 
advanced the plot in different direc- 
tions, Nintendo rebooted back to the 
beginning with Star Fox 64 3D just five 
years ago. And now this is another 
reboot? Much of it a shot-for-shot 
remake of Star Fox 64, which, again, 
we all just played recently on 3DS? 
That’s puzzling to me, as it holds 
what’s supposed to be a new sequel 
back from feeling truly new. 
Luckily, the gameplay counterbal- 
ances the carbon-copying of past titles 
by introducing all-new vehicles like the 
Gyrowing, Walker and Gravmaster, as 
well as the lovable new little robot, 
Direct-i. Each one of these new addi- 
ions is excellent, and all serve to 
break up the flow of the game and 
eep things from being all Arwing all 
the time. 
The graphics are gorgeous. The 
soundtrack is superb. The challenge 
evel is probably a bit too high for my 
taste, but part of that can be blamed 
on the controls — which are definitely 
odd, but become much less of a cause 
or concern after you’ve played just a 
few missions and gotten past your own 
initial reservations about them. 

Star Fox 64 remains the reigning 
ing of this franchise in my book, but 
Zero is a great Star Fox game too - if 
you give it a chance. - LUCAS 


Be careful around searchlights 
to avoid detection. 


THE ARWING 


The Star Fox team’s definitive fighter, capable of blasting Andross’ 
forces out of both space and sky. In Star Fox Zero, this classic series 
ship has been upgraded to feature new, swiveling laser cannons. In all 
past Star Fox games, the Arwing could only fire directly forward, so you 
had to line its nose up straight toward the thing you wanted to not stay 
in one piece any more. Now, with enough practice with the GamePad, 
you can barrel roll to the left while blasting foes to the right and every 
other which way you can think. The Arwing’s also got an all-new trans- 
formation into a chicken-legged Walker mode that’s called upon in 
several missions to infiltrate interior spaces or just stop in place to 
stand on the ground, unmoving, to pour a volley of fire into huge foes. 


THE LANDMASTER 


First introduced in Star Fox 64, the Landmaster’s been a staple of the 
series ever since (and has even been called into service as Fox and 
Falco’s Final Smash in the Super Smash Bros. series). This rolling tank 
betters the Arwing’s armanents by being able to lock on to three 
targets at a time, then launching heat-seeking missiles to take them 
out. Its aerial mobility has also been enhanced - it could always hover 
off the ground for short periods of time, but now it can fully shapeshift 
into the new Gravmaster mode and take flight in the sky. That transfor- 
mation has a time limit too, so you will have to keep your treads on the 
ground for the majority of your time spent in Landmaster missions, but 
it’s still a great, welcome upgrade for the nearly 20-year-old tank. 


THE GYROWING 


Finally, here’s my favorite new addition to the Star Fox team’s hangar 
bay: the Gyrowing helicopter. This thing puts even the cool factor of 
GoPro-equipped drones to shame, as it’s fully maneuverable in any 
direction, and totally at your leisure. In a game that is likely to panic 

many newcomers trying to adjust to an unfamiliar new control scheme 
while playing dynamic, scrolling levels, the Gyrowing’s patient, go-at- 
your-own-pace playstyle offers a chance to catch your breath - the 
Zoness mission that highlights it may be my favorite level in the game. 
The Gyrowing doesn’t shapeshift like the other vehicles, but instead 
comes equipped with Direct-i, a tiny, tethered robo-buddy who dangles 
beneath the copter’s blades to hack into enemy computer systems. 


Five Nig 


EVERY ONCE IN a while, at the 
annual E3 show in Los Angeles, 
Nintendo will trot out some tech 
demos. E3 is mostly meant to bea 
place where new, more fully devel- 
oped products are put on display, but 
Nintendo seems to like to use the 
show as a testing ground for rougher 
ideas from time to time. After they do, 
those tech demos sometimes end up 
becoming a part of a future retail 
release; and sometimes they disap- 
pear forever. 

For E3 2014’s Project Guard, it’s the 
former. Now officially branded as Star 
Fox Guard, this playful experiment 
from Mr. Miyamoto has become a full 
game, available in two ways. First, you 
can pick it up on a physical disc, 
packaged along with Star Fox Zero as 
an extra incentive to buy that game at 
retail. Second, if Zero doesn’t interest 
you, Guard is also being sold sepa- 
rately as a Wii U eShop download. I'd 
recommend the first course of action 
for its added value of getting two 
games for the price of one, but I’m not 
your Dad. 

Speaking of fathers, Slippy’s isn’t in 
this one. (Sorry, Beltino!) Instead, it’s 
his uncle Grippy who stars alongside 
the Star Fox team’s tech-minded toad. 
Grippy’s the manager of a mining 
operation that’s come under assault 
from an invading force of robots. He 
calls up his nephew for assistance in 
repelling the invaders, and it’s game 
on. 
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You’re given a maze-like arrange- 
ment of walls to defend a central goal 
point that the incoming robots are 
trying to reach, and you set up lookout 
cameras equipped with lasers on top 
of the walls in 12 different positions. 
You’ve got as much time as you want 
to arrange the cameras, and careful 
placement is key - you can only see 
what they see, so if your placement’s 
off then some robot’s going to have a 
clear path to victory. 

Only one camera’s laser can fire at 
atime, so it’s up to you to monitor the 
video feed from all of them at 
once, then pick the one that 
is in the best position to 
take a shot and switch to 
it by tapping the screen 
on the GamePad. 
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STAR FOX GUARD 


Multitasking all by yourself is fun, 
but Star Fox Guard is at its best when 
played as a pseudo-multiplayer expe- 
rience. Only one person can directly 
play the game, but if you’ve got a 
room full of friends there with you, 
you can have them all on lookout duty, 
monitoring the different video feeds 
on the TV and yelling out which 
camera you should switch to next. It’s 
helpful in the later levels, 
when things get really 
hectic! 
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The only real complaint to lodge 
against Star Fox Guard is that it’s the 
kind of game where you've pretty 
much seen all there is to see after 
your first few rounds. New robots are 
introduced and you unlock new 
weapons, but it’s all the same basic 
premise of defending different maze 
configurations throughout. It is what it 
is: a smaller game concept that served 
its purpose as an E3 tech demo well, 
and so was polished up to become a 
nice companion piece for a bigger 
game. - LUCAS 
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SECOND OPINION 
THE LEGEND OF ZELDA: 
TWILIGHT PRINCESS HD 


FOR ME, FORGETFULNESS is a blessing. There may be some of you out there who first played 
Twilight Princess back in 2006 and still retain your memories of it a full decade later, but only the 
broad strokes remained in my brain. I’d forgotten tons of the details, and especially so when it came 
to playing through the dungeons once again - so much so that Twilight Princess HD might has well 
have been an all-new Zelda! | had a blast venturing back through its unique vision of the land of 
Hyrule, gained a greater appreciation for the character of Midna than | can recall having before and 
enjoyed the visual upgrades that were this re-release’s key selling point in the first place. True, it 
might have been nice if Nintendo had really gone all-in with remaking the game’s geometry instead 
of just upping the display resolution and applying higher quality textures to the same old 3D models, 
but I suspect that decision was deliberate for a few reasons: Not wanting it to end up looking too 
good when there’s an actual all-new Zelda sequel still coming to Wii U, keeping this project’s costs as 
low as possible and ensuring that it could be turned around quickly to flesh out the Wii U’s waning 
software library here in its final year. Lastly, additions like the new Ghost Lantern item show that 
thought was given to the gameplay for this re-release too, and not just the graphics! - LUCAS 
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COMMUNITY 


THE TALE OF THE TRANSLATION 


How Nintendo's decision not to localize Mother 3 a decade ago lit a fire under EarthBound fans - and forged a relentlessly hopeful 


community that will now last a lifetime. 


I STILL REMEMBER my first playthrough of 
Mother 3. I was already a huge fan of EarthBound, 
yet knew almost nothing about the sequel. 

As | took my first steps into the Nowhere 
Islands, the sweet, cheerful music kicked in, and | 
was reminded of my carefree days in Onett. | got to 
see Lucas’ family right away - there was Flint, the 
devoted father; Hinawa, the loving mother; and 
finally Claus, Lucas’ boisterous handful of a twin 
brother. | was quickly greeted by philosophical 
talking frogs, excitable mole crickets and big, 
friendly dinosaurs that only wanted to play. | 
squealed in delight, certain that | was in for a 
whimsical, quirky ride . . . with maybe some 
eldritch horrors at the very end, but | was ready to 
kick them to the curb. 

"Yes!" | exclaimed, pointing toward the sky as | 
often do when | start a new video game, "Things 
will be absolutely, completely, 100% A-OK!" 

Then... the rest of the game happened. 

Awful things began to happen, and panic broke 
loose among the townspeople of Tazmily Village. 
Tragedy struck poor Lucas. Then it struck again. 
And again! Lucas’ misfortune continued to pile up 
over time, like an unforgiving avalanche made up 


of every gamer’s frozen tears. By the time | finished 


the story, | was crying so much that the ghost of 
Bob Ross haunted my room just long enough to use 
me as a reference for an admittedly lovely painting 
of two majestic waterfalls. 

Yet as | sat there, wailing pitifully as if I were 
playing the lead in a blatant Oscar-bait drama, | 
started to think about the fun and comical 
moments. The ancient ruins that could only be 
opened by wacky dancing. Oxygen machines 
that resembled cartoony mermen. Ghosts 
that party all day and night. And of course, the 
lovable, innocent Mr. Saturns. The very game that 
tore out my heart and shred it into festive confetti 
was now cheering me up. 

Mother 3 is still, without a doubt, one of the 
most heartwrenching games I’ve ever played. It’s 
so sad that the game might as well have been 
packaged with a special peripheral that consists of 
nothing but a giant cartoon glove that socks you in 
the gut every few minutes. Yet the story is just as 
hopeful as it is tearful, with little touches and sur- 
prises along the way. Even when you feel you’re at 
your lowest point in the adventure, something will 
happen to lift your spirits — if you take the time to 
really take in the world around you. In this way, it 
serves as a general commentary on life itself, and | 
feel like that is what resonates with the fans. 
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The EarthBound community is infamous among 
gamers. What started as a small collection of fans 
grew into a huge, thriving network of creators and 
supporters, all for an obscure SNES game that oth- 
erwise could have very well been forgotten in the 


West without their help. Their devotion became leg- 


endary, as for years they campaigned to spread the 
word of their favorite RPG, even when it seemed 
that there would be no hope of a re-release. 

However, everyone knows that story now has a 
happy ending... and then some! Not only did 
EarthBound finally find a new home on the Wii U 
Virtual Console (and now the New 3DS as well), but 
the original Mother game was finally localized after 
26 long years, under the name "EarthBound 
Beginnings." 

These were true, earned victories in battles that 
were hard-fought by the fans, and the resulting 
friendships, bonds and connections are now 
stronger than diamonds and twice as beautiful. 


However, there’s one battle that hasn’t been 
won yet; one journey that hasn’t reached its end - 
and that is the quest to officially bring Mother 3 to 
the rest of the globe. 

Shortly after the game’s release in Japan, bilin- 
gual fans did what they could to help others enjoy 
the strange little world they’d come to love. There 
were FAQs and translated scripts, but these were 
simply stopgap measures. (After all, constantly 
swinging your head between the GBA screen anda 
computer monitor was a great way to get yourself 
into a shiny new neck brace, and people really 
didn’t need a rash of Mother 3-related injuries 
clogging up emergency rooms across the country.) 

The desire to spread the game across the world 
became a rallying point, and fans mobilized to 
voice their love for this unique, funny, soul- 
crushing tale. A petition was created, and a 
whopping 31,000 signatures and scores of fan art 


later, Nintendo’s offices were shown just how much 
demand there was. 

Do you know how many that is? Allow me put 
that into perspective: 31,000 fans is so many that if 
you stacked them all up... you’d get 31,000 fans 
who would be very confused by your choice of 
hobbies, since you could have easily spent all that 
people-stacking time playing Mother 3 instead. 

The fans waited eagerly for a positive confirma- 
tion from Nintendo . . . but none came. That’s when 
they took matters into their own hands. The users 
of the original EarthBound fansite, Starmen.net, 
were delighted to hear that the site’s co-founders 
Reid Young and Clyde Mandelin would be working 
together to create a fan translation. Young himself 
stated that the translation "was as much about the 
fans as it was about the game," and truer words 
have never been spoken. 

Over the course of two years, Clyde’s team 
translated 1,000 pages of text. But that’s not all! 
The game itself had to be altered to accommodate 
English fonts. And a few graphical tweaks were 
made. And custom software was even written to 
ensure that the hacked game didn’t explode into a 
massive mushroom cloud every couple of seconds! 

It has been estimated that Clyde and Jeffman 
(the lead hacker on the team) put in at least 1,000 
hours each on the project, and even the smallest 
contributor gave anywhere from 50 to 100 hours of 
their time. 

What’s more, the team even went so far as to 
implement tools to aid other translators! They 
didn’t want other groups to go through the hacking 
nightmare they did, so they went out of their way 
to ensure that others could easily replace the text 
for their own translations. In this way, Mother 3 
became a unifying force for fans everywhere, in 
countries all around the world. 

Meanwhile, Reid acted as a PR man, getting the 
word out there and helping galvanize the commu- 
nity into once again showing their support. As the 
head of Fangamer, he further aided the project by 
assembling his own team to write and illustrate the 
Mother 3 Handbook, a professional-quality strategy 
guide and companion piece to the Mother 3 fan 
translation in particular. The book features not only 
screenshots and drawings, but clay models reminis- 
cent of EarthBound and EarthBound Beginnings’ 
official art, funny gags about the game and insights 
into little details you may have missed! 

Every time each team updated the world on 
their progress, veteran fans and curious newcom- 
ers alike would burst into discussions about the 
game. At the same time, the larger gaming commu- 
nity as a whole began to take notice. 

Had Mother 3 just been officially localized 
shortly after its release, the headlines would have 
simply read "Mother 3 to Hit America Soon! That’s 
... Kinda Surprising, Actually!" And then the game 
would have been sold, likely in much smaller 
numbers than those who’ve come to love it unoffi- 
cialy since then, and the fandom would have moved 
onto... well, who knows? Just hoping for a fourth 
installment in the series to come from Japan? 


MOTHER 3 


FAN TRANSLATION 


coo! to brazenly pir 
n'tfind ar 


STEP 1 You need a copy of he ROM before patching. You're on your own for this step. 


STEP 2 Open the MOTHER 3 Fan Transiation zip file. Inside you'll find “patcher” programs for Windows, Mac, and 
Linux computers. Use the patcher to apply the translation to your MOTHER 3 ROM. Problems? 


STEP 3 Ta-dal Your ROM is now in magical, sexy English. All you have to do is open it with a Game Boy Advance 
(GBA) emulator. Here are our recommendations: 


PC 


Mac Linux 


ino Mac builds yet) 


DIVE INTO THE STORY YOURSELF! 


It’s been nearly eight years now since the Mother 3 fan translation was first released, but it’s still 
online where it’s always been - check out mother3.fobby.net to learn more! 


But now... now it had grown into something 
more. Now everyone was noticing this one fervent 
community’s labor of love. What was it about these 
games that drove these crazy people to go to such 
great lengths to share them with others? How can 
one group of fans be so tightly knit and supportive 
of one another? What was their end goal, and 
where did they plan to go from there? 

Were they really human beings, or some bene- 
volent aliens who came to our planet purely to 
bless the Earthlings with their message of friend- 
ship and determination? 

The community had previously been featured 
here and there on gaming websites, typically as the 
subject of cute, fun pieces about how a quirky title 
like EarthBound sparked an equally quirky commu- 
nity. Sure, the group had its ongoing attempts at 
seeing a re-release of its favorite game, but that 
wasn’t quite as easy to grasp. That wasn’t a 
singular project with clear steps toward a finish 
line. 

But with the Mother 3 fan translation, there was 
something more tangible for others to latch on to. 
There was a stated purpose, and a real, visible 
struggle to see a plan through to its conclusion. 
With every new update, people could see the suc- 
cesses. Screenshots got less and less glitchy. Art for 
the handbook was revealed. People could see the 
process in a way that would have never been 
possible had Mother 3 simply been sent Stateside 
without another thought. 

In a way, the people behind the fan translation 
became a part of Mother 3’s greater narrative. They 
became characters in their own story, and they 
were characters everyone could easily root for! Just 
as Reid said, it was just as much about the fans as it 
was about the game. 

When the fan translation was completed and a 
patch was released in October 2008, it was truly a 
time of celebration. This wasn’t merely joy at a new 
release; this was the feeling of accomplishment for 
a job well done. Everyone had a greater chance of 
appreciating the world of Mother 3 - the war 
against the language barrier was over. The patch 
was downloaded over 100,000 times from the 
team’s website within the first week. 

Do you know how many that is? Well, let me 
explain: 100,000 downloads is so much that if you 
stacked them all up... you’d get a metaphor that 
doesn’t really work, because you can’t physically 
stack downloads. Sorry. 


And yet, where one story ended, another began. 
With Mother 3 being more accessible to the world, 
more people could take a piece of it and make it 
their own, like some kind of giant pizza that uses 
hopes and dreams as toppings. 

The West is now seeing a resurgence of the 
EarthBound spirit, with other video game creators 
paying homage to the series as a whole, including 
the often bittersweet or outright depressing 
themes of Mother 3. 

Austin Jorgensen’s "LISA the painful RPG" clearly 
pulls inspiration from Mother 3 especially, with 
similarly simple artwork and darker, unforgiving 
overtones. 

Undertale - which we profiled in our last issue, 
and may be coming to the Wii U eShop - has 
recently taken the Internet by storm with its 
mixture of goofy slapstick and completely horrify- 
ing nightmare fuel (two great tastes that taste 
great together!), and not only does it have a very 
prominent Mother vibe, but its creator Toby Fox is a 
well-known member of the Starmen.net commu- 
nity! 

And thanks to the fan translation, everyone now 
knows that these and other works were clearly 
inspired by the Mother series. 

In the end, the Mother 3 translation team’s story 
gave us something that few other localizations have 
before or since: a feeling of unity. When other 
games are brought out of Japan, we rarely think 
anything of it. We’re happy when it happens, but we 
almost never get to see the blood, sweat and tears 
involved in the process. The Mother 3 project 
became something more; something special in its 
own right. We stood by the plucky team of heroes, 
and we cheered them on right to the triumphant 
end. 

Now we can all have a greater appreciation not 
just for the game, and not just for the fans, but for 
all those devoted localizers and translators out 
there! Like all great quests, it was a journey that 
brought everyone that much closer together. | truly 
believe that friendships forged through efforts like 
these, no matter how silly, can spread goodwill to 
others! In the end, isn’t that what the Mother 
games are really all about? 

Hey, wait... I guess this means | was right after 
all! Yes! Things will be absolutely, completely, 100% 
A-OK! 

. . . now nobody jinx it for me, all right? 

- LINDSEY È 
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WHAT A BUNCH OF Hacks! 


Step into the world of ROM hacking and be overwhelmed and amazed! 


WHEN | WENT off to college, my goal was to 
become a game maker. I’d loved playing Nintendo 
games throughout my entire childhood, and | was 
sure that I’d love making my own! | declared a 
Computer Science major for myself, stepped into 
the on-campus lab and... slowly started to feel 


the life fade out of me. 


It took me a while to realize it, but program- 
ming just did not get me anywhere near as 
inspired as it should have if | was planning to 
make it my long-term career path - all the lines of 
code just turned my brain to slush. But it’s 
because of that experience that | can now have 
such a huge sense of awe and appreciation for 


what ROM hackers are able to achieve! 


We’ve been mentioning fan translations quite a 
bit throughout this issue. But what are they? How 
do they work? Well, they’re complete transforma- 
tions of a game’s original in-game text from one 
language to another. And making such a swap is 
not nearly as simple as cutting and pasting differ- 
ent blocks of text into a word processor, or 
anywhere near as convenient as the instant 
results of Google Translate. To get a game to 


display new text, you have to hack it. 
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You have to dig into the game code itself, 
dumping the game’s ROM image and then disas- 
sembling it into... hmm. You know what? We’ve 
already moved beyond my personal level of 
knowledge on the subject. 

Let me refer you to the experts instead: the 
miracle workers who gather together online in 
the community of ROMHacking.net. Visiting that 
site is like Alice tumbling down the rabbit hole - 
it’s a seemingly endlessly deep repository of 
resources offering instruction on how to alter old 
games, as well as a vast library of both completed 
and still-in-progress hacking projects undertaken 
by thousands of different gamers from around the 
globe. 

For the purposes of our core discussion in this 
issue, ROMHacking.net’s Translations tab is the 
place you’d want to visit to track down any of the 
fan translations we’ve mentioned, as well as over 
1,000 others. Yes, there are really that many dif- 
ferent games that fans have translated them- 
selves over the years! 

And beyond fan translations, there’s a huge 
variety of wild reimaginings of classic games you 
know and love, from simple graphical hacks that 
just do things like swap out a few character 
sprites to total overhauls like Rockman 4 Minus 
Infinity, which took the base code of Mega Man 4 
as a Starting point and crafted an entirely new 
adventure around it. 

Anyone can visit this community to browse 
through and enjoy the fruits of other hackers’ 
labors. But if you’ve got the dedication, maybe 
you could learn how to ROM hack too! Then it 
could be your fan translation or total overhaul of 
a classic game that we feature in the future. | 
couldn’t hack it myself. Maybe you can! - LUCAS 
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CUSTOM CARTS 


Revisionist history in grey plastic. 


DID YOU CATCH the error back on Page 
14? | said that the Mother 1 + 2 combo car- 
tridge on the Game Boy Advance never 
got a release outside Japan - and yet the 
image underneath that writeup clearly 
showed an American GBA cart of the 
game, complete with an "E for Everyone" 
ESRB rating. That, my friends, was not a 
legitimate cartridge; it was a repro. 

Reproduction cartridges, or "repros," 
have been featured in our pages a time or 
two before, but always in connection to 
NES homebrew games - the result of indie 
game makers wanting to be able to play 
their creations on actual 8-bit hardware. 
But there’s a whole scattered community 
out across the Internet pressing all kinds 
of different games into old-school plastic 
- including games that were never given 
official localizations. 

So you want to play Mother 1 on your 
actual NES? There’s an "EarthBound Zero" 
cartridge for that - it’s been available for 
years, in several different forms, from 
several different creators. ROM hacks like 
Rockman 4 Minus Infinity? That’s avail- 
able. Mother 3, with its fan translation? 
Yes, that’s made the rounds as well. 

The only, major caveat being that this 
whole corner of the online Nintendo com- 
munity operates in a deep grey area - 
Clyde and his translation team have 
nothing to do with their work being sold 
on repros, and that’s likely the case with 
many other creators as well. So tread 
lightly if you decide to investigate these 
custom cartridges further. - LUCAS 


COMMUNITY 


SELF-MADE SEQUEL 


A progress report for Mother 4: The Fan Game. 


PVE NEVER MADE a video game myself (Computer Science not working out, 
remember), but one bit of wisdom I’ve gleaned from my years of writing about 
games has been this: If you are making a video game yourself, never announce a 
release date that you’re not absolutely, positively sure you’re going to be able to 
hit. 

The team of fans working together to create the unofficial Mother 4 have 
learned this for themselves. We last covered this fan game project a little over a 
year ago, and at the time the team had targeted a launch window of June 2015. 
Well, June came and went. The rest of the summer came and went. The entire rest 
of 2015 passed by, and now we’re nearing the halfway point of 2016 and the game 
still hasn’t been completed. 

But you know what? The fans aren’t angry about it - because when the team 
knew they wouldn’t be able to make that June 2015 date, they owned up to it, 
they apologized and then they smartly pledged to not give another release date 
to avoid any further disappointment. They’re now simply working on the game. 
Making progress. It'll be done when it’s done. 

Luckily, they’ve also kept eager fans apprised of that progress through regular 
blog posts published to the project’s official website. Over the past year, we’ve 
been offered insight into everything from the process for enemy creation to the s 
mastering of audio tracks. + Honestly though, all | need to do is buy some 

To begin from the beginning, in case any of you out there are just hearing bug spray... 
about Mother 4 for the first time, it’s a fan-made addition to the EarthBound/ 
Mother franchise. You thought doing a full translation of Mother 3’s text was a 
massive undertaking? This team is building an entire new game from scratch! 

Of course, not every longtime Mother fan is thrilled at that idea. It’s the name 
that’s most upsetting to some diehards, | think - as if this team is putting 
the final nail in the coffin of the hope that Nintendo and Shigesato 
Itoi would one day decide to make a Mother 4 themselves. (Itoi 
has said that that would be "impossible" to do, which is why 
this group has taken it upon themselves.) 

And so the controversially named Mother 4 is trying to 
both honor the games that came before and strike out 
into new territory, to be able to be enjoyed as a stand- 
alone adventure. The team has taken the previous 
three titles as a template and is building on them. 

Take the battle scenes, for example. While similar in 
most respects to the way combat’s been presented before, 
there are enhancements here like a special meter that is 
charged up over time as fights wear on - when it’s filled, 
one character will get to take two turns in a row. Groovy! 

The series’ tradition of starring psychic heroes continues, 
but with enhancements like an expanded role for the power of 
telepathy - main character Travis can approach NPCs and 
sneak a peek inside their minds to hear what they’re 


really thinking. 
Other upgrades to the old way of doing things are Q 


more mundane, like streamlining the menu system to 
eliminate unnecessary steps in equipping weapons or 
storing important items. And it’s updates like that that 
prove this team is paying attention to every little detail! 

Mother 4 is making steady progress. But, thankfully, 
there’s no new release date to share. - LUCAS 


Travis 


TRAVIS ARTWORK BY CHRIS SZCZESIUL & THE SMASHIFIED TEAM 
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THE NAME OF THE GAME 


"EarthBound Zero" is no more. 


For nearly two decades, that was the name fans used to refer to the English-translated version of 
Mother. It was the name that the game was given by the ones who first dumped its ROM and began dis- 
tributing it on the Internet, through a simple hack, and just for the sake of being able to distinguish it 
from its sequel in discussions. Otherwise, the name on its title screen would still have just been 
"EarthBound." 


And that’s actually what’s happened, now that the game is officially on sale through the Wii U Virtual 
Console. Nintendo’s marketing calls it "EarthBound Beginnings" now, which similarly serves to instantly 
mentally position it chronologically before its SNES sequel. But the title screen, when you boot it up, still 
just says "EarthBound." (The hackers win on that front.) 


The question now is, if and when Mother 3 is finally released outside Japan, what will its name be? 


Will Nintendo keep it as just "Mother 3," trusting in the past decade of fan demand to give it all the 
exposure it needs? Unlikely. Since they just renamed a 26-year-old game one summer ago, they’ll have 
no problem rebranding a 10-year-old one. 


So how about EarthBound 2? It’s certainly a frontrunner of a possibility, as it’s the name that the game 
would have held if it had launched back in 
2006 or shortly thereafter. If that’s what it 
ends up being, l'Il be perfectly pleased. 


But | kind of like a fan suggestion that’s 
been floating around instead: EarthBound 
Endings. That would be a perfect bookend 
on the whole trilogy, giving symmetry to 
the name Beginnings that they just gave to 
us last year. The cycle would be complete. peer ats, 

But whatever decision is made for the 
name, if it is released and it is renamed, 
then I’ve been proud to present this issue 
of NF Magazine to all of you with the name 
"Mother 3" boldly displayed on the cover. 

That name might not have a shelf life for 

even two more months! But it’s the name 

we’ve known for the last 10 years, and this 

has been a decade that | don’t ever want to i ; 

forget. This game, in these years, has Se 
brought out the very best that Nintendo 

fans can be. 
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